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Now you can experience 
Star Wars from a new * 
point-of-view. From the / 

creators of X-Wing / 
comes TIE Fighter", 
the sequel that lets you / 
fly for the Empire. 

The dark side of the 

Force beckons...dare you respond? 


FAVORITE SOFTWARE RETAILER, DR CALL 1 -B □ □- STA R W A R S 














Follow those two lovable freelance 
police as they adventure through 
America. A graphical adventure 
filled with humour and intrigue. 


For IBM CD ROM AND IBM PC 


Star Wars screen entertainment 


PONDA BABA 
occupation: smuggler 
race: Aquolish 


This great idea will "force” your idle 
computer into hours of fun. 

Serving as both a valuable guide to the Star 
Wars buff and a great source of information 
for newcomers. Some of the modules include 
an Alien Bio Almanac, schematics of Rebel 
and imperial ships, storyboards and a 
humorous module features the shifty Jawras 
of Tatoonic shuffling across your screen 
to steal or blow up your icons. 


FOR BOTH THE MACINTOSH AND WINDOWS 
PLATFORMS 


Rebel Assault 


The first Star Wars © game to include 
actual footage from the movies plus 
extensive 3D art and 15 action packed 
levels all combine to make this a must 
have game. 


For IBM CD ROM 
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Score a cool leather 
jacket and EA games 
galore. 
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Win a Walkman and Pitfall 
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Noise, Flicks, Video ... 
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32X or Saturn? 

Decisions, decisions ... We sort out 
the confusion, answer your questions 
and give you the lowdown. 







Dennis Hopper 
Coes To He ll 

In our sneak preview of this hot new 
game we talk to fildom's best known 
psycho, Dennis Hopper. 

Relentless 

Long live Twinsen! And long live the 
developers of Relentless, which is 
arguably game of the year. We speak 
to Frederik Raynal. 

Ecstatica 

A special report on the innovative 
game where you are the hunted 
rather than the hunter, in a land 
where cute does not mean cuddly. 

The Power Test 

In this new regular feature we 
compare the best of World War II 
flight sims. 
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I f you live in Sydney and your idea of a diam^^^so^^ind^^d 
grassy, then you may have seen th^gise^j|^ 

sponsors for the Sydney Blues, GAMESW&s|pl th®ffist oMgJjf 
out at the baseball games all the time. CurreWty^pes 
GAMESTAR baseball caps are handed out by nqnp< 6 the^ian^ 3 ^: 
bug-eyed one, and a huge time is had by all. •••<*>. fK 
The baseball season will be running for a while yet; sd^youI^:ih 
Sydney, head out to Parramatta Stadium and check it all'blit. 

This issue, we put the 32X and the Saturn into the boxing ring'.'VVh 6 ' 
really comes out on 
top when it comes \ 

down to performance, j 

quality of graphics and 
sound? Check out the final 
analysis on page 30. 

We compare the SNES 
and Mega Drive versions of 
Super Street Fighter II. 

We go to Hell . . . and meet 
Dennis Hopper; the star of the ,big 
screen is taking on the small screen in his 
first ‘interactive movie’ game. He gives us 
a rundown on the filmingjof Hell-and takes 
us behind the scenes of one of the year’s hottest new releases. There is also an inter¬ 
view with the developers otthat excellent game, Relentless, along with a full review, and 
we take a sneak peek at Ecstatica. And as if that isn’t enough, we’ve got the solutions 
to The Lion King, Earthworm Jim and Zero Tolerance. 

This month sees the start of oun exclusive GAMESTAR offers.Jhis issue you have the 
chance to get your own GAMESTAR cap for the measly price of $19.95 . Next month, 
we’ll be introducing the long-awaited Short Cuts binders (hallelujah!), so get your 
protective clothing andleadgear ready in preparation for making the hazardous journey 
under your bed to dig put all of your old issues of GAMESTAR. 

Hasta la vista, babyf 
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Our cover story last month, Rise of the 
Robots, is getting mixed reactions, and I 
would guess this is because the quality of the 
game is different on each platform it is 
released on. The game is being ported to no 
fewer than 22 different game platforms. 




Nifti live 

Cf4HC4> Mdt* 


It’s time for another of those 
wacky multimedia CD-ROM 
experiences. This time courtesy 
of the crew from the long run¬ 
ning American late night TV 
series, Saturday Night Live. 
This package features an enor¬ 
mous wealth of US comedic tal¬ 
ent, as Saturday Night Live was 
the launching pad for the likes 
of Wayne and Garth from 
Wayne’s World, and was a reg¬ 
ular venue for megastars like 
Steve Martin, Eddie Murphy, Bill 
Murray, Dan Ackroyd and Mar¬ 
tin Short. 

Saturday Night Live isn’t so 
much a game or even a particu¬ 
larly interactive experience. 
Gamers keen for a challenge 
had better look elsewhere. But 
SNL does have an absolute 
avalanche of classic sound 
bytes, schtoopid visuals and 
corny jokes. Great for those who 


want a quick tour through the 
annals of American comic histo¬ 
ry. Check out ‘Toonces The Dri¬ 
ving Cat’, or Wayne and Garth 
having a big ‘We’re not worthy’ 
experience with Madonna. Plus, 
there are some legitimate and 
comic musical performances 
from the likes of Aerosmith and 
the Blues Brothers. 

The Saturday Night Live CD- 
ROM is one of the better ‘multi- 
media’ titles around at the 
moment simply because of the 
quality of the recorded perfor¬ 
mances. Trie mechanics of II le 
thing are relatively simple. It is 
basically a menu-driven graph¬ 
ic interface which allows the 
access of FMV clips which are 
organised into different topical 
and sketch-oriented areas. 

So don’t look to SNL for the 
ultimate ‘interactive experience’ 
(whatever that is). But if you 
want a classic selection of 
excellent sound bytes (such as, 
"Jane, you ignorant slut,” and 
the chance to see Chevy Chase 
make the most hilariously 
ridiculous show opening 
entrance, then Saturday Night 
Live is mighty fine farcical value. 
Steve Polak 


As we reported last issue, i- 

Nintendo's 32-bit entry to 
the games market is due 
out in April (or thereabouts). 
Described overseas as | 
‘laughable’, the machine 
was recently unveiled in 
Chiba, Tokyo to a largely 
unimpressed audience. 

Yes, the rumours were true. ■ 

The Virtual Boy (the working 
title was the VR-32) has a red and 
black display. How Nintendo 
thinks that virtual reality is syn¬ 
onymous with only two colours is 
beyond GAMESTAR. Apart from 


TELE! ',ER 


the fact that the machine shown 
in Tokyo looked ridiculous, it 
promises to be expensive to pur¬ 
chase games. Sources say that 
the system will sell at about $300 
each and games will cost about 
$100 each. 

r.. ZZi peop'e- \ 
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32-BIT 

BONANZA! 


If you think you can judge which 
of the new-release systems to 
buy on the basis of how many bits 
they are, then you’re very mistak¬ 
en. Consider that the 32-bit new 
releases encompass the 32X as 
well as the Saturn. Even Sega 
tells everyone that the Saturn is 
light-years ahead of the 32X. 
What you’ll all have to do is try 
them out for yourselves, or rely 
upon independent, unbiased 
reports from people who’ve actu¬ 
ally played the systems. 

We’ve played the Saturn and 
the Playstation, but only with a lim¬ 
ited number of games and a limit¬ 
ed amount of time before going to 
press. We’ll be giving you all the 
full comparative rundown on the 
Saturn vs the Playstation very 
soon, and this month we bring you 
the report on the Saturn and the 
32X. Note that this story is not 
meant to be comparative, just 
informative. Should you spend 
money on the 32X when the 
Saturn is around the corner? 

And you’ll be very surprised 
with the Playstation. This 
machine has not been hyped 


to the hilt like all of Sega’s stuff, but 
apparently everything about the 
Playstation is better. Sony looks 
like stepping firmly into the next 
generation of consoles. Check out 
Steve Polak’s rundown further 
along in this issue’s Rants and 
Raves. He’s played both systems. 



GAMESTAR TRADING 


As we said in Power On, this issue sees us 
begin the sale of our most popular GAME- 
STAR baseball caps. Seen on only the most 
informed gamers’ heads (that is, 
GAMESTAR readers), so far 
these caps have only been 
made available to some very , 
lucky prize winners. While this 
noble tradition will 
be continued, we 
have decided to extend 
the offer so that everyone 
can get their very own. 
For the extraordinarily 


reasonable price of $19.95 (although I still 
think that the price should have been more 
like $2 million) we will send you out the 
GAMESTAR baseball cap. This cap is 
very well made, black cotton with the 
GAMESTAR logo printed on the 
front in blue. Just send your 
cheque or money order to GAME- 
STAR Cap Offer, GPO 
Box 4088, Sydney NSW 
2000. Next month we 
will also be introducing 
the long-awaited cheats 1 
binders, so stay tuned. 


Peripherals 

Formula T1 Driving System 
Distributor: Metro Playcorp 
RRP: $299 

For those of you out there who crave a serious 
dose of PC-inspired speed, the ultimate racing 
peripheral has just been released for driving sim¬ 
ulations. The new tech, which bears the moniker 
‘Formula T1 Driving System’, is nothing less than 
inspirationally good fun when used in conjunc¬ 
tion with your favourite PC racer. The unit is 
comprised of two parts; a throttle and brake 
arrangement which you chuck under your little 
toesies and, surprisingly enough, a console con¬ 
taining the steering wheel and the rest of the rac¬ 
ing controls. 

The T1 is incredibly strong, and you would 
have to throw a tantrum of thermonuclear pro¬ 
portions to damage it while suffering those mid¬ 
game attacks of frustration after spinning off the 
track. The unit is encased in solid steel, and has 
an extremely hefty feel to It. The wheel is also quite 
chunky, and is pretty much up to the standard of 
arcade units regarding strength and size, but 
there is the added advantage over arcade units of 
knowing that only your sweaty ‘wart-festooned 
palms (Speak for yourself- Ed.) touch the thing. 

The T1 (not to be confused with the vicious 
T1000 polymetal alloy killing machine that beats 
up uncle Arnie) has a two-way stick shift gear 
mechanism, which allows you to operate the 
transmission of your racing sim with that satisfy¬ 
ing ‘chunky knob in hand’ kind of feeling. There 
are also two assignable buttons for gameplay 
functions, thus giving you the ability to trigger 
your machine guns in Quarantine without having 
to take your hands too far away from that ever- 
important wheel. 

The wheel has a really solid feel to it, and eas¬ 
ily eclipses the sort of gameplaying experience 
you would have using a keyboard in that it is just 
that little bit easier to visualise yourself flying 
down the straight at Le Mans doing 300 klicks in 
the cockpit of your customised McLaren, hot 
Mini Minor, or whatever. The ability to race in the 
analog domain is really worth it in that you can 
leave your steering lock on at 45 degrees while 
taking a bend, rather than having to frantically 
jab at a button which oscillates between full or 
no lock, and not spin off in the process. 

The wheel unit is fitted with extremely strong 
suction cups, and there is the option of using vel¬ 
cro for those with a slightly kinkier perspective 
on getting the whole schebang to grip their desk. 
So what are you waiting for? Get one today and 
drop a few donuts on your PC! 

Steve Polak 
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World Wide Web for Gamers 

Nathan Cochrane is a regular contributor to 
GAMESTAR, and now he’s set up a homepage at 
URL http://www.iinet.com.au/-nathan/ on the 
World Wide Web, that caters to both PC and con¬ 
sole games players. If you’re into the Net, then give 
it a go. On Nathan’s homepage, you’ll find a whole 
heap of Information about games on all platforms, 
as well as links to other sites around the world that 
deal with game-related issues. You can even leave 
a message for Nathan using the mail option. 


Yes, it's coming up again. The 
Home Computer Shows in Syd¬ 
ney and Melbourne are annual 
events that every man and his 
dog goes to. This year will prove 
to be no exception. Mark the 
dates in your diaries now, peo¬ 
ple. For Sydney punters, the 
show will be on from June 9-12. 
For Melboumites, it will be on 
from November 17-20. 

At the Melbourne show last 
year, Nintendo held a competition 
for the high scorer on the classic 
Mario Kart. 

The winner was 19-year-old 
Gary Ireland, with a score of 
10,425. Gazza won a silver 
trophy, the Super Mario All 


Stars Pack, including the SNES 
System, Mario All Stars game, 
and a copy of Donkey Kong 
Country. (He probably already 
has a SNES, seeing as he’s so 
good at Mario Kart, but never look 
a gift-horse in the mouth, we 
always say.) Here's a picture of 
Gary receiving his prize. 


Last month we gave you free Mask posters, and this month 
Roadshow Entertainment is giving five lucky people the 
chance to win the new PC/Mac adventure, The 
Mask: The Origin. 

The CD-ROM is said to recreate The Mask’s ^ 
endless comedic terror through hundreds of 
panels of art and over 100 QuickTime movies, jnU 
morphs and effects. 

The minimum configuration for The Mask is A 

a Macintosh or IBM-compatible 386 with a 
single-speed CD-ROM drive. i R 

You can get hold of the CD-ROM for just MR 
$59.95 at a reputable games store, but why not JBr 
enter our competition? Roadshow has given us 
five copies of the CD-ROM to give away this / ® 
month. To enter, fill out the coupon on page rjf 
84 and send it in to the competitions address. 


Video Games as a 
Spectator Sport 


It seems that video game com¬ 
petitions are becoming more 
popular as the concept of video 
games as a spectator sport 
begins to catch on (“Hurray,” 
says Kathy). Recently the rather 
picturesque coastal town of 
Eden played hoot to a rather 
unusual video gaming event. 
Representatives from the Nin¬ 
tendo hotline in conjunction with 
yours truly headed to Eden with 
a mission to discover the best 
gamesplayers in the region. 
Several hundred competitors 
flocked to the makeshift ‘video 
arena’ in order to battle it out to 
see who was the speediest 
Mario Kart maestro, and who 
was the local Streety warlord. 
The competition raged over two 
days, and at the end it was 
mighty close with Nathan Dan¬ 
vers taking out the Kart comp 
with a time of around V10 to 
qualify, and then winning the 
best of three heats in a match 


race against Billy Michelin. The 
Street Fighter crown was 
claimed by Anthony Peters, 
who put in a superlative-inspir¬ 
ing performance to overcome a 
determined challenge from Ben 
Switzer, another dedicated 
Warrior of the Eden ‘order of the 
Whale’ - a cult of gamesplayer 
which has some bizarre rituals. 

Keep your eyes on this 
space for details of more 
games competitions as they 
happen. 

Steve Polak 


HOME COMPUTER 
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In the vein of the highly multimedia equipment and 
successful Home Computer software, virtual reality (of 
Shows (see earlier news course), robotics, infotain- 
item), the DBG Group has ment, latest releases for 
organised the inaugural Sega, Nintendo, etc, educa- 
Multimedia and Games tion games, and much more. 
Expo. Called Software ‘95, If you’d like to check it out, 
the show will see the full the show is on in Melbourne 
range of available consumer at the Royal Exhibition Build- 
multimedia and games on ing from June 2-4, and in 
display. This includes the Sydney at the Exhibition 
latest products and technol- Centre, Darling Harbour from 
ogy in games, music and August 11-13. Pencil the 
video technology, interactive dates in now. 


Here’s a game with a differ¬ 
ence. Blown Away is a new PC 
game for puzzle freaks, with 24 
nasty problems, embedded in 
a full-screen motion picture 
adventure/thriller. The movie 
sequences are the most 
impressive I have yet seen for 
the PC, miles beyond the famil¬ 
iar, but tiny, QuickTime screen. 
The game uses Video For Win¬ 
dows (which comes on the CD) 
- truly “in your face," like it says 
on the box. 

Because it runs under Win¬ 
dows, Blown Away won’t give 
you any of those installation 
problems we love so much. 
After I’d just spent a whole 
night wrestling with Dreamweb 
and Colonization, trying to free 
up conventional memory (con¬ 
ventional memory - what the 
hell is THAT?), Blown Away 
was a blessed relief. 

As for the gameplay, it looks 


good. I’ve had a go at some of 
the puzzles (which change 
every time, by the way), and the 
old Brain From Hell is still recu¬ 
perating. Even better, you can 
save the game (see the Whinge 
of the Month). 

Blown Away is a real step 
forward in its use of full-screen 
video, and ease of use. I'll defi¬ 
nitely be playing it again. 

If you’d like to get your 
hands on a copy of Blown 
Away, we’ve got two copies to 
give away, compliments of the 
wonderful people at ADM 
Distribution and the VR Shop. 

To win, just write your 
name, age and address on the 
back of an envelope, and send 
it in to Blow Me Away, 
GAMESTAR Magazine, GPO 
Box 7052, Sydney NSW 2000. 
Decorate the back of the 
envelope with a drawing of 
someone being blown away, 
and we’ll choose the two 
entries we like the best. 


STOP PRESS: 
PLAYSTATION 
PRICE SHOCK 


Although the overseas 
prices of the Playstation 
are seeing the first 
systems in Australia 
imported at costs to the 
buyer of around $1000, 
a source informs us that 
the Australian market 
may well see the 
Playstation released here 
for around SAUS300 in 
September. This infor¬ 
mation has come to light 
as we are sending pages 
to the printer. More 
(hopefully) next month. 


GF4 tried it, so did lots of big 
name US stars (whose 
names we can’t remember 
right now so they can’t have 
been that big ...) and now 
it’s Kulcha’s turn to go all 
interactive with the re- 
release of their debut album 
on CD-ROM. 

But unlike the others 
Kulcha’s CD-ROM is a 
music CD plus a game - 
Doom to be precise - and 
they're claiming that as a 
world first. 

So if you buy their re- 
released CD, you’ll get the 
debut album, plus three 
new songs, plus information 
on the group, plus the first 
shareware version of Doom, 
plus hints on the game, plus 
there's an option to access 
the second and third 
editions of Doom, as well. 

That’s a lot of plusses! 
And it’s all for the price of a 
normal music CD. Bargain! 


in 
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ZIPPED UP SOFTWARE LIBRARY 


Ever bought software from a 
store? Mostly you can’t have a 
go at it without buying it and if 
you don’t like it, you’re stuck 
with it. It’s just too much of a 
commitment. 

Well, if you’d rather take a 
more casual approach to relation¬ 
ships with software - shareware 
is for you. And if it sounds like the 
one for you, then get your hands 
on Super OZ Shareware Volume 
One right now! 

This unassuming little CD- 
ROM has 640M of software in 
zip 2.04+ format, which comes 
to over 3 gigabytes when 
uncompressed. And, even bet¬ 
ter, you don’t need an unzip¬ 
ping program. It’s all included 
and really simple to use. 


As you’d expect, there are 
more games on this CD than 
you have hard-drive space or 
time to play. There’s also 
graphic programs, clipart, 
soundcard, music & midi, 
desktop publishing, communi¬ 
cations and heaps more - over 
4000 programs for Windows 
and DOS! 

They’re great programs too, 
like Doom II just to name one. 

The browser makes it as 
easy as possible to search for 


programs, but you’d still have to 
spend about a year with it 
before you’ve seen it all. 

Shareware products have to 
be registered after testing, and 
some don’t give you the whole 
program until after you register, 
but for $39.95, Super OZ 
Shareware Volume One is defi¬ 
nitely smart shopping. 

Next month we’ll be giving 
10 of these little beauties away, 
so stay tuned. 

Rohan Singh 



REVVED UP OR WHAT?! 


The long-awaited Full 
Throttle from the adventure 
game maestros, Lucas 
Arts, is soon to be hitting 
the stores, and the demo 
looks nothing less than sen¬ 
sational. Full Throttle sees 
you blundering your way 
through a post-apocalyptic 
milieu, as an overweight 
and rather whiffy biker with 
a taste for meaningless 
violence. The game has a 


similar off-kilter sense of 
humour to Sam and Max, 
and In many ways it is a 
clever parody of the B- 
grade Mad Max style of 
roadwarrior epics. Lookout 
for It in March. 

Steve Polak 



BRIGHT NEWS ABOUT DARK FORGES 

I have played it, felt it, and even smelt it. Dark 
Forces, Lucas Arts’ Doom-style 3D shooter, is 
also soon to be released (hopefully in March), 
and the demo is just a wee bit spectacular (he 
says sarcastically). The sheer speed and detail 
of this game easily looks like eclipsing Doom, 
and there is the added ability to crouch, jump, 
and look both up and down, to sweeten the 
gaming experince. Dark Forces is also bloody 
pacey, with your laser shots ricocheting all over 
the place with frightening speed. Add to this the 
Lucas flair for incredible intros, and there is little 
doubt about which game I am constantly 
hassling Jo about. 

Steve Polak 


PLAYSTATION POWER 


This is one which is liable to make 
even the most reserved gamer go 
all gooey with anticipation. The 32- 
bit power of Saturn has been joined 
by its main rival. The hotly antici¬ 
pated Playstation has arrived for 
those of you who feel the need to 
rush out and get an imported 
machine right away (call Sprint 
Electronics in Melbourne on (03) 
428-9630 for details). 

Now, being in the wonderfully 
fortunate position that I am in, I 
was able to pick up that weird¬ 
looking Playstation pad (you 
know, the one with eight control 
buttons!), and give the beast a 
thrashing today. The game of 


choice for me was easily the mind 
bogglingly ‘arcade perfect’ Ridge 
Racer which, apart from an 
extremely negligible drop in detail, 
totally blew me away with the way 
it just felt so close to the coin-op. 

In fact, Ridge Racer Sony-style is 
in many ways an enhancement of 
the coin-op. There are now around 
five cars you can choose from and 
various other gameplay options 
which will keep most racing fans 
challenged and engrossed for ages. 

The Playstation seemed to have 
a much more powerful ‘donk under 
the hood’ processor-wise, and this 
may be because it is apparently 
close to twice as capable as the 


Saturn when it comes to the 
manipulation memory intensive 3D 
graphics. The Playstation is 
claimed to be able to handle 
around 500,000 polygons, which is 
well over and above the 200,000 
that it is rumoured the Saturn can 
handle. This difference is also 
apparent when you look at the 3D 
environment of Ridge Racer and 
compare it to the impressive, yet 
less stunning, Virtua Fighter. 

So which system really has the 
goods? Flard to say until we see 
more software for both platforms, 
but either way I can sense an 
adrenalin rush cornin’ on! 

Steve Polak 
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Turn to page 


or some 


coupon 


may the best PC 


owner win! 


As we mentioned in last issue’s Rants and 
Raves, we are now proud sponsors of the 
Sydney Blues baseball team. Baseball is Aus¬ 
tralia’s fastest growing summer sport, and the 
Blues have some extremely talented (Cute? 
Who said cute?) players on side. Six of the 
Blues team have returned this season from 
playing in the United States, where they were 
contracted with major league organisations. 

Adam Forbes was with the Chicago 
White Sox, Darren Phillips and Craig Stone 
were with the Toronto Blue Jays and Brent 
Iddon and Brendan Kingman played for the 
Florida Marlins. Also, 17-year-old Glen 


Williams is a real catch for the Blues. Glen 
has just been signed with the Atlanta Braves 
for $1.4 million, making him the tenth high¬ 
est paid Australian sportsman for 1993. 

Every month during the baseball season, 
we will be reporting on the game. If you live 
in Sydney, then you really should get down 
to one of the games. If you’re lucky, you’ll 
get a free copy of GAMESTAR (we give 
them away at every game). We also have 
GAMESTAR himself at the games, and 
many of the GAMESTAR editorial staff are at 
each game, cheering themselves hoarse 
and yelling abuse at the opposing team. 


BASEB 



The past month has seen an explosion in news, 
including the 32-bit scene being witness to Ninten¬ 
do’s VR32. and the official release of Sega’s Saturn 

Nintendo has released information about the new 
VR32, a portable, battery-powered, cartridge- 
based, head-mounted game unit. It is said to pro¬ 
duce a monochrome display which has the illusion of 
projecting up to three feet in front of the player using 
stereographic imaging. 

SNK is currently looking for an Australian distribu¬ 
tor for its impressive Neo Geo CD unit. Released four 
years ago in Japan to a stunned public, it still can be 
mixed with the latest high tech consoles. It has a 
Motorola 68000 running 7M of DRAM, 512K of 
VRAM and 64K of SRAM, all of which translates to a 
very tast games unit. 

Commodore continues. Those who have Amigas 
and CD32 will be happy to hear that Commodore 
International has found a buyer, so hardware will con¬ 
tinue to be built, which means that software will also 
be forthcoming. The US-based CEL won a hard- 
fought battle with Commodore UK. 

Sega was meant to take the games market by 
storm with the news of its 32-bit Saturn when it was 
first announced in 1993. However, since then we 
have seen the arrival of the 3DO, and the Sony 
Playstation release is only two weeks behind that of 
the Saturn. The wind was rather unceremoniously 
taken out of Sega’s sails (or sales?). But with some 
very clever marketing Sega has turned it around and 
sales of the Saturn in Japan are booming. But the 
news is not all good. 

It seems that there have been some design prob¬ 
lems with the Saturn. Many designers are complaining 
about the mismatched chip technology inside the 
machine which makes programming a headache, and 
its difficulty with dealing with 3D. But the bottom line is, 
it’s a very good machine that is now out on the market 
and the rather silly 32X is almost being forgotten (as it 
should be) by the buying public. 

Apple, realising that the 3DOII is using Apple’s 
RISC technology, have decided to get in on the act. 
In collaboration with huge Japanese toy company 
Banzai, Apple will be designing their own game con¬ 
sole based on Power Mac technology. Called the 
Pippin, little is known about it at this stage. 

News regarding an Australian release of the 3DO 
is not good. Panasonic is not bringing the machine 
into the country at all. The 3DOII is so close to com¬ 
pletion that they are going to wait for the release of 
the super-unit and go head to head with Sony mid¬ 
year. But those that already have the 3DO in some 
form or another, don’t worry, as software is being 
churned out at a rapid rate overseas, so there will be 
plenty of support available. 

This year is shaping up to be the most exciting and 
lethal ever. With old favourites Atari and Commodore 
back in the market and new players such as Sony, 
3DO, Apple and SNK joining Sega and Nintendo, the 
marketplace is going to be reminiscent of the early 
years of home computing over a decade ago. 
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popular game many years ago. Called Pitfall, the 
game gave us our mo^<poaular cover so far. Also, 
we have the full review df me game right here in 
this issue. We were almolt as pleased to give it a 


To enter, just fill out 
the coupon on page 84 
and send it in. 

Why not rent a copy of 
Pitfall now, and try it 
out for yourself I 
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n November last year, we gave you a first look 
at an old game. Well, it wasn't an old game, it 
was a new aame. an uDd&ted version of a very 
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GAMESTAR Nova Award-as Sony Electronic *3? />x93 j 

Publishing was to get this wonderful honour. Yep, ^ -—.—. . 1 ■ ■ '■■■ ' — B 1 ^ 

they were so pleased and over-excited that they said to us, "Give them away!" 

Given the opportunity, staff (who shall remain 
nameless) grabbed hold of Andre's and Claire's 
arms, twisted them mercilessly, and forced 
them (well, asked really, really nicely) to add 
some Sony Walkmans to the prize pool. 

As a result, we now have three copies of 
Pitfall for the Mega Drive and three Sony 
Walkmans to giveaway. 


X ot 




i 

*_ / 


>• 

x 2 














CREATIVE 32 - 34 Dickson Ave Artarmon, NSW 2064. Tel:(02) 906 8887 Fax:(02) 906 5577 

©1994 Creolive Technology Ltd. Sound Blaster, the Sound Blaster logo, the Sound Blaster compatibility logo, and the Creative logo are trademarks of 
Creative Technology Ltd. All other trademarks are properties of their respective owners. 


/IEDIA 


The Logical Way 

The Sound Blaster Discovery CD 16 
kit includes 
everything you 
need to explore! 
the expanding 
universe of multimedia. 

And now it’s more affordable than 
ever. You get a Sound Blaster 16-bit 
sound card, double-speed CD-ROM 
drive, stereo speakers, microphone 
and 13 cool software titles. 


The True 
Gamesters' 

Way 

The most 
powerful forces of the gaming 
universe have come together and 
you're going to get them. Game 
Blaster CD 16 brings together 
a Sound Blaster 16-bit 
card, double-speed CD- 
ROM drive, plus 14 
titles like Rebel 
Assault and Iron 
Helix. Show them 
no mercy! 


Sound 

Sound Blaster is the dc f.uto PC 
sound standard and the Sound 
Blaster Compatibility Logo is a 
symbol of quality. The logo also 
guarantees 100% compatibility with 
all software and hardware bearing 
this logo. 


lhe •g 

AWEsome 
Way 

The Sound 

Blaster Edutainment CD32 
incorporates the latest in sound wave 
synthesis into 
multimedia. And 
Sound Blaster 
AWE32 Value is 
the sound card 
responsible for this. 
This kit has over 30 
educational titles, games 
and productivity software 
to give you an AWEdio 
blast off into the 
multimedia universe. 
It’s AWEsome! 


The Educational Way 

Educational software, games and 
productivity 
titles collide in 
Sound Blaster 
Edutainment 
CD 16. You get a 16-bit Sound Blaster 
sound card and double-speed CD-ROM 
drive. Tap into over 30 of the planet’s 
most captivating software titles and lots 
more. Also available Sound Blaster 
EZ16 with an external CD-ROM drive. 


























</> jr 

PC 

Master System 

Mega Drive 

Came Gear 

PC CD-ROM 

c X 

1. TIE Fighter 

1. Sonic 2 

1. NBA Live ‘95 

1. NBA Jam 

1. Wing Commander III 


2. Doom II 

2. Sonic the Hedgehog 

2. World Cup Rugby 

2. Mortal Kombat II 

2. Under a Killing Moon 

o ® 

3. FI Grand Prix 

3. Mortal Kombat 

3. Mortal Kombat II 

3. Sonic Triple Trouble 

3. Nascar Racing 

CD &■» 

4. Sim City 2000 

4. Sonic/Ayrton Pack 

4. Sonic & Knuckles 

4. Mortal Kombat 

4. PGA Tour Golf 

S. Nascar Racing 

5. Jungle/Jurassic Park 

5. PGA Golf‘95 

5. Jungle Book 

5. Myst 

.£ *» § 

6 . TIE Fighter Def Empire 

B. Jungle Book 

6 . Earthworm Jim 

6 . Ecco the Dolphin 

B. Magic Carpet 

— T3 w 
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7. Colonization 

7. Tazmania 

7. The Lion King 

7. FI 

7. US Navy Fighters 

8. Links II386 Pro 

8. Ecco the Dolphin 

8. Micro Machines II 

8. Mickey Mouse II 

8. Doom II 

9. FIFA Soccer 

9. MortalA/Volf Pack 

9. European Tour Golf 

9. Tazmania 

9. Kings Quest VII 


10. Indy Car Racing 

10. Aladdin/GP Ride Pk 

10. FIFA Soccer ‘95 

10. Global Gladiators 

10. Armoured Fist 

CD 

2 c JC 

PI 

SA/ES 

Came Boy 

Mega-CD 

Amiga 

3DO 

1. Donkey Kong Country 

1. NBA Jam 

1. Rebel Assault 

1. Beau Jolly Compilation 

1. Need for Speed 

2. Super Street Fighter II 

2. Super Mario Land 2 

2. Formula 1 

2. Premier Manager III 

2. Demolition Man 

z: Q w 

fo; 

3. Mortal Kombat II 

3. Wario Land 

3. Lethal Enforcers 

3. Detroit 

3. Street Fighter II 

4. Mario Kart 

4. Super Mario Land 

4. Ground Zero Texas 

4. Allan Border Cricket 

4. FIFA Soccer 

O) 0) o 

5. NBA Jam 

5. Donkey Kong 

5. NBA Jam 

5. Rise of the Robots 

5. Road Rash 

SEE 

6 . Super Game Boy 

7. Earthworm Jim 

B. Jungle Book 

7. Metroid 

6 . Dracula Unleashed 

7. FIFA Soccer 

B. Alien Breed Tower 

7. Theme Park 

6 . Samurai Showdown 

7. Rebel Assault 

8. The Uon King 

8. Mortal Kombat II 

8. Sonic the Hedgehog 

8. Sports Pack 

8. Shockwave 

«) p fc 

9. FIFA Soccer 

9. Golf 

9. Soul Star 

9. Secret Monkey Isle II 

9. Starblade 

I £ $ 

10. Nigel Mansell 

10. Battletoads 

10. Mortal Combat 

10. Sierra Soccer 

10. Off World Interceptor 


top tens 


82 Parramatta Road, 

Thanks To Sprint Electronics 

Lidcombe (02)7483377 

For The 3D0 Chart. 


reader review 


This is a game that tries. It tries to 
be a combat game, like Warlords. 
It tries to be a building/conquest 
game, like Civilisation. It attempts 
to convince you that you are in 
control of every little aspect of 
your empire, but it fails. What it 
does is give you a watered-down 
version of each of these aspects, 
resulting in a game that has many 
different sections (combat, farm¬ 
ing, building) of which all are 
underdeveloped. 

Variables in the farming/pro¬ 
duction aspect are basic, involv¬ 
ing deploying peasants among 
different production items. Com¬ 
bat is structured in a similar way 
to Warlords. It involves marching 
little soldier icons around roads, 
and fighting other little soldier 


icons. The one redeeming factor 
is the ability to take limited control 
over a battle. You are able to 
move units individually around a 
small battlefield. It makes little 
difference to the outcome of the 
battle, but it looks great. 



Lords of the Realm also 
enables a player to design and 
build their own castles. This sec¬ 
tion is very satisfying, it is great 
fun to build a magnificent citadel 



that can repel evil hordes. Taking 
a castle is also great fun, you can 
make siege engines, towers or 
storm the walls with ladders. It is 
a pity you have to go through the 
drudgery of every other aspect of 
the game to get there. 

The music on a Sound Blaster 
Pro is very ordinary, and so repet¬ 
itive that you eventually switch it 
off in an attempt to speed up the 
painfully jerky 3D visuals that 
accompany almost every section. 

If you enjoy this genre then the 
game is worth buying, although 
there are better examples. The 
game is absorbing at the begin¬ 
ning, but once it has been mas¬ 
tered there is little point in playing 
it again. 

David Potts, Darwin, NT 
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In our reader review competition, 
one lucky reader every month will 
have the opportunity to play and 
write a review of a new release 
game. To enter, just send in on the 
back of an envelope your name, age, 
address and the title and platform 
of a game you would like to review 
forGAMESTAR. 

Every month we select one per¬ 
son to receive that game, compli¬ 
ments of the guys at the Games 
Wizards and GAMESTAR. If you are 
chosen, you will then review the 
game for us, meeting very tight 
deadlines Oust like a real reviewer), 
but then you get to keep the game 
(unlike our real reviewers!). Send 
your envelope to: 

GAMESTAR Reader Review, GPO 
Box 4088, Sydney NSW 2001. 
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BIOFOrBT.. 95 00 

E A 4 IN 1 PACKS 45 00 

RELENTLESS.95.00 

STAR TREK GENERATION 114 00 

WILD BLUE YONDER. 114 00 

WING COMMANDER 3 123 50 

JOYSTICKS/ACCESSORIES 

PC COMMANDER . 49 95 

CH JETSTICK.89 95 

GRAVIS ANALOG PRO . 79 95 

GRAVIS PC GAMEPAD 59 95 

THRUSTMASTER.149.95 

SOUND CARDS & CD ROMS 
SOUNDBLASTER 16 199 00 

SOUNDBLASTER AWE 32 399 00 

ULTRASOUND MAX CARD 399 00 
cd noM omvc 29900 


iT.EiNDT) 


NOCTROPOUS .95.00 

WINGS OF GLORY . 95.00 


SOFTER 


CONTROL PADS & JOYSTICKS 

ADVANTAGE JOYSTICK 69.95 

ARCADE PRO JOYSTICK. 79.95 

QUICKJOY TOPFIGHTER 99.95 
CONTROL PADS FROM 35.00 
ACCESSORIES 

AV CABLE . 25.00 

MULTI TAP 4 WAY ADAPTOR 65 00 
PRO ACTION REPLAY MK2 99 95 
PROGRAMMABLE ADAPTOR 65.00 
SUPER GAME BOY 9995 

TITLES 

ADDAMS FAMILY VALUES 104 50 

AXELAY. 99 95 

BARKLEY SHUT UP/JAM .104 50 

BATTLETECH. 104 50 

BATTIETOADS & DOUBLE DRAGON85 50 

BEAUTY & THE BEAST. 95.00 

BEASTBALL . 85 50 

BRUTAL PAWS OF FURY 114 00 

CHAOS ENGINE .85.50 

CHOPLIFTER3.85.50 

CLAYMATES.85.50 

DESERT FIGHTER .104.50 

DONKEY KONG COUNTRY 95.00 

DOUBLE DRAGON 5. .95.00 

DRAGON .104.50 

EARTH WORM JIM 133.00 

ELITE . CALL 

ESPN BASEBALL .85 50 

FIFA INT SOCCER 104 50 

FUNSTONES . 85 50 

INDIANA JONES 114.00 

INDY CAR NIGEL MANSELL 133.00 

JACK NICKLAUS GOLF. 89 95 

JUNGLE BOOK. 133 00 

JUNGLE STRIKE.95.00 

JURASSIC PARK 2 . 85 50 

KID CLOWN CRAZY HOUSE 7600 

LEMMINGS 2 . 114.00 

LION KING .114 00 

MARIO KART . 76.00 

MAXIMUM CARNAGE 114 00 

MEGAMAN X . 69.95 

MICHAEL JORDAN ADVENTURE 114 00 

MICKEY MANIA.114 00 

MICRO MACHINES 85 50 

MIGHTY MAX . 49 95 

MORTAL KOMBAT 2 133 00 

NBA JAM 133 00 

NBA JAM TOURNAMENT 
NO ESCAPE 95 00 

NIGEL MANSELL INDY CAR 133.00 
PINKIE 85 50 

PITFALL 114.00 

REN & STIMPY TIME WARP 104.50 
RETURN OF THE JEDI 133.00 

RISE OF THE ROBOTS.133.00 

ROCK N' ROLL RACING.104.50 

SEA QUEST (DSV) . 104.50 

SECOND SAMURAI . CALL 

SECRET OF MANA .76.00 

SHAQFU-ShaquillEO NEILL 114.00 

THE SHADOW.CALL 

STARGATE.133.00 

STAR TREK NEXT GEN 
STOCK CAR RACING 85.50 

SUPER BATTLETANK 2.104.50 

SUPER BOMBERMAN 2 95 00 

SUPER DROP ZONE . 95.00 

SUPER MARIO ALL STARS 123.50 

SUPER METROID . 95.00 

SUPER MORPH 85.50 

SUPER PUNCH OUT. 66 50 

STUNT RACE FX (TRAX) .... 95.00 
SUPER STREETFIGHTER 2 .95.00 

TRUE LIES .133.00 

TROY AIKMAN. 104.50 

TURN & BURN . 104.50 

VORTEX .114.00 

WOLVERINE . 133.00 

X-KALIBER. 95 00 

ZELDA 3. 76.00 

M— 

CALL FOR ANY TITLE YOU ARE AFTER 


Hundreds more titles available on all formats ★ Best prices 
New titles arrive daily, all at discount prices 
We trade & sell used Sega and Nintendo cartridges & IBM CD 
Hardware and Accessories v -V ^ 

Friendly service & expert advice 'WB 

Toll free order line 


Free members card on purchase of a control 
deck, hand held unit or once you have spent $300. 
Members entitled to an extra 10% off discounted prices. 


Njf 

NBA JAM .57.00 

JURASSIC PARK 2 57 00 

LEMMINGS 2 66 50 

MICRO MACHINES.66.50 


S’EGTA 


GAME GEAR CONSOLE . 189 00 

CALL FOR ANY TITLE YOU ARE AFTER 


MEGADRIVE A 6B CONTROL 149.01 



CON TROLPADs/JOYSTICKS 

ARCADE PRO JOYSTICK 79 95 
6 B 6 BUTTON CONTROL PAD 29 95 
REMOTE (2 PLAYER) 95.00 
SG PROPAD 2 
SG PROGRAM PAD 2 
ACCESSORIES 
4 WAY ADAPTOR (E A) 

AV CABLE (MDII) 

PRO ACTION REPLAY MK2 99 95 
UNIVERSAL ADAPTOR 45 00 


45 00 
79.95 


39 95 
29 95 


TITLES 

ACME ALL STARS.104.50 

ANDRETTI RACING . 95.00 

ANIMANIACS .104 50 

ATP TENNIS. 66 50 

AWESOM8E0A8Y COLLEGE HOOPS 123 50 

BALLZ.104.50 

BATTLETECH . 95.00 

BEASTBALL. 85.50 

BEAVIS & BUTTHEAD. 95.00 

BLOODSHOT .104.50 

BOOGERMAN . 95.00 

BUBBA 'N STIX.104.50 

BUBBLE & SQUEAK . 66.50 

BUBSY2.123,50 

CANNON FODDER 95.00 

CAPTAIN HAVOC .104.50 

DAZE BEFORE XMAS 85.50 

DRAGON. 95,00 

DOUBLE DRAGON 5 85.50 

DUNE 2.114.00 

EA SPORTS TENNIS . 95.00 

EARTHWORM JIM . 133,00 

ECCO DOLPHIN 2 95,00 

FATAL FURY 2. 133.00 

FIFA SOCCER 95 95.00 

FUNK . 85.50 

FUNSTONES. 76.00 

HURRICANES 133.00 

ITCHY & SCRATCHY.104 50 

KAWASAKI CHALLANGE.104 50 

LA RUSSA BASEBALL'95 . 9500 

LAWNMOWER MAN . 95.00 

LEMMINGS 2. 95.00 

LETHAL ENFORCERS 2.114.00 

LION KING. 95,00 

MADDEN NFL 95. 95.00 

MAN OVERBOARD .104.50 

MAXIMUM CARNAGE 114.00 

MEGATURRICAN 76.00 

MICRO MACHINES 2 .... 95.00 

MICKEY MANIA 95.00 

MIGHTY MAX. 49.95 

MLBPA BASEBALL 95.00 

MORTAL KOMBAT II 133.00 

NBA LIVE 95 . 95.00 

NEWMAN HAAS INDY CAR 104.50 

NBA TOURNAMENT. CALL 

NHL HOCKEY'95. 95.00 

NIGEL MANSELL - INDY 104 50 

3 NINJAS GO TO JAPAN. 76.00 

PAGEMASTER. 104.50 


PINKIE . 7600 

PITFALL. 9500 

PIRATES OF DARKWATER 95 00 

POWER DRIVE. 95 00 

POWER RANGERS. 9500 

PROBOTECTOR. 104 50 

PRO MOVES SOCCER. 85 50 

PSYCHO PINBALL.104 50 

RADICAL REX .... 7600 
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RBI BASEBALL’94. 

.... 13300 

RED ZONE. 

10450 

RISE OF THE ROBOTS 

104 50 

ROAD RASH 2 . 

9500 

ROCK N ROLL RACING . 

95 00 

RUGBY WORLD CUP '95 

95 00 

SECOND SAMURAI 

76 00 

SHAQ FU. 

11400 

SHINING FORCE 2 . 

104 50 

SKELETON KREW 

104 50 

SOLEIL. 

. 66.50 

SONIC & KNUCKLES 

... 95 00 

SPARKSTER . 

... 10450 

STARGATE . 

... CALL 

STAR TREK NEXT GEN . 

.... 12350 

STORY OF THOR. 

95 00 

STREETS OF RAGE 3 

.... 13300 

SUPER S/FIGHTER II 

13300 

SYLVESTER & TWEETY 

.... 104.50 

SYNDICATE . 

9500 

TAZMANIA 2 . 

.... 95 00 

THEME PARK. 

. 95.00 

THE SHADOW 

. CALL 

TOUGHMAN BOXING . 

9500 

TROY AIKMAN. 

. 85.50 

URBAN STRIKE 

. 95.00 

WHIRLWIND SNOOKER.. 

. 95.00 

WOLVERINE . 

.... 123.50 

WWF RAW. 

.... 12350 

ZERO KAMIKAZE. 

85.50 


ZERO TOLERANCT^ 104.50 
CALL FOR ANY TITLE NOT LISTED 
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HU 

MEGA CD WITH GAME.299 00 

3 NINJAS GO TO JAPAN 95 00 

ANOTHER WORLD 2.104 .50 

AV88 HARRIER ASSAULT 123.50 

BATTLECORPS. 99 95 

BILL WALSH FOOTBALL. 95.00 

DRAGONS LAIR.104.50 

DOUBLE SWITCH. 95 00 

DUNE. 95.00 

ESPN BASEBALL. 85.50 

EYE OF THE BEHOLDER 104.50 

FIFA INT SOCCER. 95 00 

FLASHBACK. 95.00 

FORMULA 1 RACING . 123 50 

FRANKENSTEIN.85.50 

GROUND ZERO TEXAS 104.50 

JURASSIC PARK .114.00 

LINKS. 95.00 

MARKOS MAGIC FOOTBALL 123.50 

MEGARACE . 95 00 

MICKEY MANIA. 85 50 

NBA JAM . 123.50 

NHL HOCKEY'94 . 95.00 

NO ESCAPE. 95 00 

NOVASTORM. 76 00 

PITFALL. 85.50 

POWERMONGER. 9500 

REBEL ASSAULT. 9500 

ROAD RASH. 95.00 

SECOND SAMURAI. SOON 

SOUL STAR. 104 50 

STAR WARS CHESS. 9500 

TERMINATOR. 95.00 

CALL FOR ANY TITLE NOT LISTED 
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MORTAL KOMBAT 2 76 00 


TO TRADE SEGA/NINTENDO 
CARTRIDGES OR IBM CD SOFTWARE 

1. Call (09 227 9991) for trade value of your games. 

2. You will be given a quote, (valid 14 days) 

3. Use this value toward purchase of any software/ 
hardware we sell. 

4. Pack your software, with your name, address, phone 
number and software selection. 

Mail via registered post/courier to our address. 

5. Your order will then be despatched within 24 hours of 
receipt of your traded games. 


TO BUY SOFTWARE 

1. Call ORDERS ONLY PLEASE (Toll Free 1800801 047) 
for current price and availability of title. 

Please don't ring toll free if you're not ordering. 

2. Credit card payments despatched same day. 

3. Payment by cheque/money order must include your 
name, address, phone number and your order. (Allow 
7 days for cheque clearance). 

DELIVERY CHARGES FOR SOFTWARE 
Under $50 ($5) $50 to $100 ($2.50) Over $100 (free) 
Delivery usually 2 days by courier or registered mail. 
(Hardware standard delivery charge will apply). 


Lwa 



No. / IN AUSTRALIA 


POSTAL ADDRESS& RETAIL SHOP: 

94A ROE St, NORTHBRIDGE WA 6003 
TELEPHONE: (09) 227 9991 

PHONE TOLL FREE 

(STRICTLY ORDERS ONLY) 1800 801047 

SOFTWARE TRADE-IN QUOTES & QUERIES 

TEL: (09) 227 9991 FAX ORDERS: (09) 227 1114 

HOURS OF BUSINESS (WA times) 

Mon-Thurs 9am - 6pm Friday 9am • 7pm 
Saturday 10am-3pm 
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Call for latest release games lor 
CD32 and Atan Jaguar 

d iiS L 

- 4'w i wnnw i .. i ■ 

PANASONIC 3DO (NTSC).... 795.00 

PAL ADAPTER .120.00 

ALONE IN THE DARK.119.00 

FIFA SOCCER. 95.00 

J LEAGUE VIRTUAL STADIUM95 00 
JOHN MADDEN FOOTBALL 95 00 

JURASSIC PARK. 69 00 

LOST FILES SHERLOCK HOLMES 95 00 

MYST. CALL 

NEED FOR SPEED. 95.00 

OUT OF THIS WORLD . 119 00 

ROAD RASH . 95.00 

SAMURI SHOWDOWN.119.00 

SHUCK WAVE . ytJ.UU 

SUPER STREET FIGHTER 129.00 

SYNDICATE . 95.00 

WING COMMANDER 3. 95.00 

THEME PARK. 95.00 

TITLES ARRIVE DAIL Y CALL FOR MORE 

L 

Limited quantities No rainchecks or 
lay-bys A delivery charge applies 

IBM $ 

rntMr PARK 75 oo 

PAOflCSIRlKt 75 00 

SUPERNES S 

MIEN :i 09 95 

MIEN VS PHEDArOR 09 95 

BATTLECL ASM 59 95 

BAT III IOADS 59 95 

bretthuh MOCKrv #995 

BUBSY 59 95 

CLAYFIGHTERS 89 95 

CRASH DUMMIES 69 95 

EMPIRl STRIKES BACK 76 50 

F ZERO 59 95 

GHOULS 6 GHOSt 59 95 

JIMMY CONNOHS TENNIS 69 95 

JURASSIC PARK 89 OO 

LEGENO 89 95 

LOST VIKINGS 59 95 

MARlO IS MISSING 79 OO 

MARIOS TIME MACHINE 69 95 

METAL COMOAT 59 95 

MYSTIC QUEST LEGEND 59 95 

NIGEL MANSL11 S C SHIP 59 95 

PAC ATTACK 59 95 

PIlOTWINC.S 59 95 

PINK PANT HI H 69 95 

PL OK 59 95 

PUGSLEYS SCAV HUNT 76 00 

STARWINO 59 95 

SPECTRE 69 95 

SUPER BAT TIT SHIP 69 95 

SUPE R MARIO WOFU O 59 95 

SUPEH SOCCER 59 95 

SUPER STRIKI I AGLE 69 95 

SUPER TENNIS 59 95 

SUPEH TETRIS/OH MARlO 59 95 

1 A/MANIA 69 95 

TERMINATOR ? 69 95 

T2 ARCADE 69 95 

TIMES! IP 69 95 

TOTAL CARNAGI 59 95 

TROODLERS 69 95 

VI GAS STAKES 59 95 

WORLD CUP SOCCER 94 59 95 

WORLD LEAGUE B BALL 59 95 

WWT ROYAL HUMBLE 79 95 

YOUNG MERLIN 85 50 

IIEGAMVE S 

MAODIN 66 50 

ALISIA DRAGOON 59 00 

BASEBAl L 2020 49 95 

Bl AOE S Of VINGE ANC E 49 95 

CHAOS ENGINE ..49.95 

GODS 49 95 

HAUNTING 47 50 

LEMMINGS 47 50 

LOTUS TURBOCHMLENGE 47 50 

LOTUS TURBO CHAU II 47 50 

MICRO MACHINES 66 50 

NORMY 47 50 

PGA TOUR GOLF? 47 50 

TECMNOCl ASH 49 00 

TOE JAM <1 EARl ? 66 50 

ZOMBIES 57 OO 

MEGA CO 5 

BIACKHOIE ASSAULI 89 OO 

ECCO THE DOLPHIN 89 95 

LETHAL F.NFORCEHS 11900 

MICROCOSM 69 95 

MYSTERY MANSION 69 95 

SENSIBLE SOCCER 69 95 

SHADOW Of BF AS I ? 69 95 

SONIC 69 95 

TOM CAT ALLEY 89 95 



Some items may not be available 
or be out ol stock at date ol 
printing No rainchecks on sale 
items. All software, new & used 
carnes a 30 DAY WARRANTY. 
Dealer & Video Store enquiries 
welcome We reserve the right to 
refuse any sale or trade. Prices 
subject to change without notice. 







































































































































































































































































movie puzzle page 




’ve got a spooky sporty combination for you this month 
bods at UIP and Metro Games. Get dribbling, 
>ies of NBA Jam Tournament Edition to give 
s to see Tales From The Crypt. 


Tales from the crypt: demon knights 

The first in a planned series of three feature films, Tales From The Crypt: Demon Knights is a very spooky 
experience, indeed. Prepare to be scared, very scared. Well, I know I will be. Sometimes I get scared just 
watching commercials on the TV. And sometimes I get scared looking in the mirror... but enough of my 
psychological problems. Tales From The Crypt stars Billy Zane (Dead Calm, 

Memphis Belle), William Saler and Jada Punkett and tells the story of a night 
of terror when an evil salesman (is there any other kind?) tries to obtain the key 
to heaven from a mysterious fugitive. The film 
features some fantastic special effects. Hmmm. i 


UNITED INTKRNATIONAI. PICTURES 

. UNIVI»SM 


NBA JAM 

tournament edition 


It's the brand new edition of the hottest game 
to ever hit your screen. NBA Jam is back, 
bigger and better than ever with a Tournament Edition that has so many 
new features you’ll find it hard to stop salivating. How does this sound - 
there are nine new dunks and one new lay-up, more voice samples, three 

to five players per team (instead of two), 
eight-player attributes (that’s twice as 
many as before), substitutions in the first, 
second and third quarters and 36 new 
hidden characters. Plus, if you beat all 27 





puzzle 


teams, you get to play post-season against random teams of NBA stars and hidden char¬ 
acters. Tasty. Very tasty. If you liked NBA Jam, you’ll love NBA Jam Tournament Edition. 


To be in the draw to win one of these brilliant prizes, simply 
complete the basketball puzzle below and send your entry, along 
with the coupon on page 84 in to GAMESTAR and keep your 
fingers crossed (and then try playing Mortal Kombat that way .. .). 
Name these NBA and NBL basketball stars: 


He likes drinking cola from K Mart: N _ _W G _ E 

He plays for the Melbourne Tigers: M _ B_AD _ 

He raps as well as he dunks: SH _ O’ _ A_ 

The legend who has turned to playing baseball: _ A_L _0_ 

He’s big, mean and bald: C _ R _ S B _ K _ Y 

He’d give Sonic a run for his money in terms of speed: _ W N K 
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IBM CD ROM 

Doom 2. 

Dreamweb. 

FIFA Soccer '95 . 

Golden Seven. 

Hell. 

Inferno. 

Magic Carpet Enhanced 

R.R.P. 

. $99.95 

.$79.95 

$99 95 

OUR 

PRICE 

$85.50 

$81.00 

$85.50 

$59.50 

$90.00 

$85.50 

$92.00 

$81.00 

Mega Race. 


Noctropolis. 

.$99.95 

$85.50 

PGA Tour Golf 486. 

.$99.95 

$85.50 

Privateer Enhanced. 

.$64.95 

$44.95 

Quarantine. 

.$89.95 

$81.00 

Rebel Assault. 

.$99.95 

$90.00 

Relentless - LBA. 

. $99.95 

$85.50 

Sam & Max Hit the Road. 

. $69.95 

$63.00 

Svstem Shock. 

. $99.95 

$92.00 

Theme Park. 

. $99.95 

$85.50 

US Navy Fighter. 

. $99.95 

$85.50 

Wing Commander III. 

. $139.00 

$111.00 

Wing Commander / Secret Miss. 

. $54.95 

$44.95 

Wings of Glory Enhanced. 

. $99.95 

$85.50 

X Wing. 

. $89.95 

$81.00 

IBM PC 

1942 Pacific Air War. 

. $99.95 

$85.50 

Colonization. 

$99 95 

$85.50 

$85.50 

Doom 2. 

.$99.95 


Dreamweb.$89.95 $81.00 


FIFA Internat Soccer. 

$89 95 

$75.50 

$81.00 

$63.00 

Quarantine. 

$89 95 

Sam & Max Hit the Road. 

.$69.95 

Sim City 2000. 

.$99.95 

$92.00 

Star Wars Screen Ent. 

.$49.95 

$45.00 

System Shock. 

.$49.95 

$85.50 

Tie Fighter Defender of the Empire. 

.$39.95 

$38.00 

Tie Fighter. 

.$99.95 

$90.00 

Wing Com. Armada. 

.$89 95 

$75.50 

SUPER NINTENDO 

Battleteck. 

.$1)0.00 

$94.00 

Black Hawk. 


$85.50 

Bubsy. 

.$49.95 

$49.95 

Donkey Kong Country. 

.$99.95 

$85.50 

Earth Worm Jim. 

.$133.00 

$119.00 

F Zero. 

.$49.95 

$49.95 

FIFA Internat Soccer. 

.$119.00 

$94.00 

Ghouls & Ghosts. 

.$49.95 

$49.95 

Indiana Jones. 


$102.00 

Jungle Strike. 


$85.50 

Lion King. 

.$133.00 

$109.5 

Lost Vikings. 

.$49.95 

$49.95 

Mega Man X. 

.$89 95 

$69.95 


SUPER NINTENDO CONT. 

R.R.P. 

OUR 

PRICE 

Mickey Mania. 

.$119 00 

$102.00 

Micro Machines. 

.$89.95 

$77.50 

Mortal Kombat 2.. 

$133.00 

$119.00 

Newman Haas Indy Car. 

.$133.00 

$119.00 

Power Drive. 

.$120.00 

$102.50 

Ren & Stimpy Time Warp. 

.$119.00 

$94.00 

Return of the Jedi. 

.$133.00 

$119.00 

Rise of the Robots. 

.$133 00 

$119.00 

Robo Cop vs Terminator. 

.$99.95 

$85.50 

Sea Quest (DSV). 

.$119.00 

$94.00 

Secret of Manna. 

.$79.95 

$68.50 

Stargate. 

Star Trek Next Generation. 

.$133.00 

$119.00 

.$119.00 

$94.00 

Starwing. 

.$49.95 

$49.95 

Stunt Racer FX. 

.$99.95 

$85.50 

Super Mario Kart. 

.$79.95 

$68.50 

Super Mario World. 

.$49.95 

$49.95 

Super Metroid. 

.$99.95 

$85.50 

Super Street Fighter 2. 

.$99.95 

$85.50 

True Lies. 

.$133.00 

$119.00 

Vortex. 

.$120.00 

$102.50 

Wolverine. 

.$133.00 

$119.00 

Zelda 3 Link to Past. 

.$79.95 

$68.50 

GAME BOY 

Chess Master. 

.$29.95 

$29.95 

Donkey Kong. 

.$59.95 

$59.95 

Dr Mario. 

.$29.95 

$29.95 

F1 Race 4 player adapt. 

.$29.95 

$29.95 

Golf. 

.$29.95 

$29.95 

Itchy & Scratchy. 

.$59 95 

$55.95 

Micro Machines. 

.$6250 

$62.50 

Mortal Kombat 2. 

.$59.95 

$59.95 

NBA Jam.. 

.$59.95 

$59.95 

Super Marioland 2. 

.$59.95 

$59.95 

Super Marioland. 

.$39.95 

$39.95 

Wario Land. 

.$59.95 

$59.95 

SEGA MEGADRIVE 

Aladdin. 

.$79.95 

$64.50 

Andretti Racing. 


$85.50 

Battletech. 

.$99.95 

$85.50 

Beavis and Butthead. 

.$99.95 

$85.50 

Boogerman. 

$99 95 

$85.50 

$47.50 

Desert Strike. 

.$59 95 

Dynamite Heady. 

.$99.95 

$85.50 

Earthworm Jim. 

.$133.00 

$119.50 

Ecco The Dolphine 2. 

.$99.00 

$85.50 

FIFA Soccer '95. 


$85.50 

Flintstones. 

.$99.95 

$85.50 

Jungle Strike. 

.$59.95 

$47.50 

Lethal Enforcers 2. 

.$110.00 

$94.00 


SEGA MEGADRIVE CONT. 

R.R.P. 

OUR 

PRICE 

Lion King. 

.$99.95 

$85.50 

Mickey Mania. 

.$99.95 

$85.50 

Micro Machines 2. 

.$99.95 

$85.50 

Mortal Kombat 2. 

.$133.00 

$119.50 

NBA Showdown 94. 

.$59.95 

$47.50 

NBA Live 95... 

.$99.95 

$85.50 

Page Master. 

.$99.95 

$89.50 

PGA Golf 2. 

.$59.95 

$47.50 

PGA Golf 3. 

.$99.95 

$85.50 

Radical Rex. 

.$79.95 

$69.95 

Rise of the Robots. 

.$99.95 

$89.50 

Rugby World Cup 95. 

.$99.95 

$85.50 

Sonic & Knuckles. 

.$99.95 

$85.50 

Super Street Fighter 2. 

Wirlwind Snooker. 

.$133.00 

$119.50 

.$99.95 

$85.50 

Wolverine. 

.$133.00 

$119.00 

Urban Strike. 

.$99.95 

$85.50 

MEGA 32X 

Doom. 

.$99.95 

$85.50 

Virtua Racing Delux. 

.$99.95 

$85.50 

MEGA CD 

Dracula Unleashed. 

.$115.00 

$89.95 

FIFA Internat Soccer. 

.$115.00 

$85.50 

Lethal Enforcers 2. 

.$140.00 

$119.50 

Tomcat Alley. 

.$89.95 

$82.50 

Megarace. 

.$99.95 

$85.50 

Rebel Assault. 

.$99.95 

$85.50 

MASTER SYSTEM 

Lion King. 

.$79.95 

$68.50 

Mortal Kombat 2. 

.$79.95 

$68.50 


nccesssori&s 

IBM CD ROM 

PC Raider. 

PC ProPad. 

Advance Gravis Analog. 

Advance Gravis PC Pad. 

Flight Control System. 

SUPER NINTENDO 

Scoremaster Joystick. 

Single Head Controller. 

Super Gameboy Access. 

SN Propad. 

SEGA MEGADRIVE 

SG Propad. 

SG Propad 2 (6 But). 


$24.95 

$19.95 

$69.95 

$59.95 

$149.95 

$69.00 

$35.95 

$99.00 

$29.95 

$29.95 

$39.95 




/Wore titles av-aiia/ie on request/ 

free delivery - for orders over 50 bucks! 



1. Call on Toll Free 1800 676 882 

2. Quote credit card number - Your order will be dispatched the same day! 

OR 


Send cheque / money order - This will take 7 days to clear 
Have your name, address, and phone number ready before you call! 

Mailing Address: P.O. Box 890, Nerang Qld. 4211 


1. Call on 075 33 7200 for a free quote. 

2. Send your game, but don’t forget to make sure you include. 

Your name, address & phone number l. 

Your game choice ^ 

Your credit card number or cheque JJqO'C' ^ 0 












































































































































Since Its Inception, Adam Kelly has been 
the knowledgeable host of The Zone on 
Channel Nine. Every month he has been 
bringing you the answers to all your in- 
depth techo gaming problems. 

All good things must come to an end, 
however, and as this is Adam’s farewell 
column with GAMESTAR, we’d like to wish 
him all the best for the future. 

This month Adam puts the smart answers 
aside and wraps up the year that was in 
his own unique style. 

Read on as the Adster sums up the hits 
and misses of *94. You might be surprised 
at what he says, too. Watch out for 
Adam’s debut album, out soon. 


W ell . . . it ain’t really what 
you’d call a Q&A this 
month. More like just an 
A I’d say. In fact it’s not even really 
an A 'cause that would imply I’m still 
answering a question, and the sim¬ 
ple fact is ... there isn’t one. Well, I 
guess you could possibly go so far 
as labelling it a rhetorical question, 
but then it’s not supposed to be 
answered anyway, is it? Oh well... 
let’s just act like we’re the music 
industry and call it The Greatest Hits 
of '94, while we have a concise, and 
therefore highly uninformative, 
recap on the past year of gaming. 

'Twas a big year for gamers - if 
you lived in Japan, that is. Yep, just 
like everything else pure and good 
in this decrepit world, they get it 
first. Then, of course, it’s the States, 
the UK, the rest of Europe, and any¬ 
where else you’d care to think of, all 
the way down the food chain of 
consumer nations to that tiny village 
deep in the thick rainforests of Zim¬ 
babwe. And only then, and only if 
whatever it is we’re supposed to be 
getting has sold somewhere 
around the ratio of two to every one 
third of a person everywhere else, 
they’ll think about modifying what¬ 
ever it is (just to make sure it’s 
incompatible with the rest of the 
world) and release it in dribs and 
drabs to this tiny amoeba of an 
island we call home - Australia. 


Okay, so I jest. Maybe I’ve exag¬ 
gerated a little harshly for the bene¬ 
fit of an extra 100 or so words I 
don’t have to think about now. But, 
in essence, it pretty much sums up 
what life was like for the average Oz 
gamer in '94. 

I mean, sure, there were some 
great games - some really great 
games - released for both the 
SNES and the Mega Drive. So 
good, in fact, that a couple of them 
made us turn our heads and think 
for a minute. 'Maybe we have to 
explore and master the technology 
we have before we go racing off 
into a totally new and unfamiliar 
environment.’ 

They’re doing things on 16-bit 
machines today that are more 
impressive than what was available 
to us in the arcades around the 
same time those consoles were 
released. And sure, that’s quite a 
while ago, but the point is, back 
then it was an impossible concept. 
You only have to look at the first 
batch of carts released on your 
consoles to see how much the pro¬ 
grammers have learned, and could 
continue to learn. They haven’t 
even near exhausted the potential 
of our current systems. 

But that doesn’t matter. The fact 
is, '94 was the year we got sick of 
16-bit. Why? 'Cause we know 
there’s something better out there 









waiting in the wings. Man! There’s 
32-bit now, did you know?! Hell, 
forget that! There’s 64-bit! Bug¬ 
gered if we know what it means, 
really. We don’t even wanna know. 
We don’t care what it means... we 
just want it! 

The stuff being released in the 
arcades is getting more ridiculous 
every week. And we love it so 
much, we’ll blow $3 or $4 for a cou¬ 
ple of minutes of polygons from hell, 
no probs! So tell us we could have 
that kind of madness on our home 
TV screens within the year and 
we’re hooked. Cash on the 
counter, drooling, with that slightly 
zombiesque vibe happening in our 
eyes. And we’re willing to stay there 
the full 12 months awaiting its 
arrival. That’s the sad part. The 
sucker element. Didn’t you know 
that when they said 12 months, 
they actually meant between 24 
and 30 before we even see a 
glimpse of it in Oz. 

S o, you want a recap of the 
last year of gaming for the 
Oz gamehead? Well that’s 
it. Like I said before. There were 
some great games. Actually, 
whether we realise it or not, there 
were some real breakthroughs. But 
let's not kid ourselves. Your aver¬ 
age gamer spent more on local and 
imported mags reading about what 


judging by the sales figures, a lot of 
people did), a Playstation, or even a 
Saturn (if you were a real cash 
money brother) direct from (you 
guessed it...) Japan, the States or 
the UK. Although, the 3DO is 
already being rehashed into a 64-bit 
unit to cope with the pressure from 
the Ultra64. Which is why the 32-bit 
version of the console is officially 
never going to be released here. 

Ironic that. We wait around all 
year for Panasonic to just give us 
that one ‘official’ release date, and 
when they finally do, it’s ’never’. 
Thanks a whole bunch guys! (You 
will be able to upgrade though, so 
current or soon-to-be owners of an 
imported model have nothing to 
worry about.) 

And that’s about it! '94 . . . the 
year of the grey import store, flag¬ 
ging sales, stories about the next 
generation of consoles in every sin¬ 
gle issue of every single magazine, 
and the console gamers’ frustration 
at being put flat on hold. 

Or put a little differently... *94 - 
the year gamers were promised the 
world, but instead got the 32X. 

Of course, the PC’s a whole 
'nother ball game. In fact, the PC 
was just about the only light at the 
end of the tunnel for ‘94, so it’s a 
good thing it kicked some serious 
butt! The games just kept getting 
bigger and better. 


‘The PC was just about the only light 
at the end of the tunnel for ‘94, so It’s 
a good thing it kicked some serious 
butt! The games just kept getting big¬ 
ger and better ... It’s a pretty safe bet 
to say the first half of ‘95 will see the 
PC going from strength to strength." 


games they could be playing (or ‘will 
be’ playing) next year, than on carts 
they could have played this year. 
You just have to go talk to the 
owner of your local games store 
about sales figures to hear all about 
how many copies of a popular 
game he ‘used’ to order, as 
opposed to how many copies of a 
so-called popular game he orders 
nowadays. 

More financially-set gamers 
were lucky enough to have been 
blessed with a new type of games 
outlet. The grey import store, 
where, if you had the bucks, you 
could treat yourself to a 3DO (and 


I dunno... call me a bit of a Nos- 
trildamus, but with the price of fast 
PCs cornin’ on down, OS/2 and 
Chicago coming to the fore, and the 
quality of games being released 
and scheduled for release, I think 
it’s a pretty safe bet to say the first 
half of '95 will see the PC going from 
strength to strength, and the con¬ 
sole keepin’ on the ‘94 shuffle! 

That’s it from the Adster (in an 
unusually reflective, and philosoph¬ 
ical frame of mind). 

PS. Won’t it be excellent when 
those new consoles finally are here, 
though!? I just can’t wait to witness 
the next step!^ 
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If you have anything to say about GAMESTAR magazine or the games industry as a whole, slap it 
down on a piece of paper and send it in to: GAMESTAR Letters, GPO Box 4088, Sydney NSW 8001. 
Alternatively, if you’re into e-mail, then mark the subject ‘Letters’, and send it down the line to: 
jborkman%8848840@mcimail.com. GAMESTAR holds the right to edit letters in the interests of 
clarity and style, and GAMESTAR will not be held responsible for its readers’ views. Remember, 
the letter selected as Letter of the Month will receive a hot GAMESTAR baseball cap. 


The Zone 

What the hell happened to The 
Zone? Like, I get up to watch it and 
what do I see? Wonder World. Has 
it been cancelled or did The Zone 
have a holiday break? When will it 
come back? 

Also, I would like to say that the 
December layout of Short Cuts 
absolutely sucked. Go back to the 
old style, it’s much better. 

Also, where was the poster in 
the December issue? I didn’t get 
one. I don’t think anybody got one. 
You should put two in the next issue 
to make up for it. 

The Reviews layout is like the 
Short Cuts layout. Go back to the 
original style, it is much better. And 
why are the reviews only one page, 
they used to be two? 

Why don’t you make the 
GAMESTAR comic strip two pages. 
It's really great. It’s the first thing I 
read when I get my GAMESTAR. 

Could you also do a review 
on the Aura Interactor Vest? Not 
many people know if it works, 
like could the speakers on your 
back make you feel a punch in 
your jaw? 

Could you do something on 
the Internet, like prices and what 
you need? 

Andrew Tait 

The Zone has, I'm told, been re¬ 
signed for another 26 shows. It is 
completely up to Sega what hap¬ 
pens with (and largely on) the show, 
as it is the show's sponsor. The 
Zone would not currently exist if it 
were not for Sega. 

Layouts in December went 
slightly haywire, January saw us 
back on track, and I hope you’re 
enjoying this issue. 


There was no poster in Decem¬ 
ber, Sherlock. Instead you got a 
fantastic Street Fighter trading 
card. There is no poster this issue, 
either (so there). 

We have started doing more sin¬ 
gle-page reviews so that we can fit 
more in. You still get the same 
amount of words out of the review¬ 
ers, and just as many pictures. 

I'm going to relent and make the 
GAMESTAR strip two pages, as 
soon as Chris and Stephen recover 
from their Christmas cheer. 


I don't think you need to be Ein¬ 
stein to figure out that speakers on 
your back wouldn't make you feel a 
punch in your jaw. And finally, I 
hope you're enjoying our Internet 
pages with Muriel Best, every issue. 

Back Issues 

I've just bought your latest issue 
and have realised that GAMESTAR 
is the only Australian magazine that 
doesn’t have bullshit all the way 
through. 

That’s the only compliment 


you’re getting from me. I have only 
one question. 

1. Is there any way I can get my 
hands on the first four issues of 
GAMESTAR? 

Lee Van Den Boogoard 
Campbelltown, NSW 

Oh yes, the old back issue saga. 
Every issue we give you the details 
and we don't mind, do we guys? 
We have back issues of every copy 
of GAMESTAR except the first 
(June, 1994), which has now sold 



Thanks to Matthew Brennan for these characters 
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Letter of the month 


I’ve got something to say, so take the Wizz Fizz 
out of your ears and listen. Okay. What really 
makes me mad is that so many whinging, snot¬ 
ty, greedy little PC Nigels write in and start sook- 
ing ‘cause they want more coverage. They get 
their fair share of reviews and cheats, but no, 
they’re not happy. They want more, more, more. 
This just conveys a general attitude that PC 
owners have. They think their machine is so 
much better than a console. 

PC Nigels don’t have a life. They don’t have 
friends and they like classical music and they 
love school. 

The reason that PC owners write in to your mag¬ 
azine is because they’re bored with their expen¬ 
sive toys and they have no life, so they 


participate in their favourite pastime - writing. 
They decide to whinge about not getting enough 
information about newer, more expensive toys 
that they want to buy and get even more bored 
with. It’s the old case of the squeaky wheel gets 
the grease. 

If you took an accurate survey you would see 
that this group is a minority - a minority with a 
big collective mouth. 

The normal gamer likes fun, exciting games, not 
RPGs, flight sims and maths games. 

Finally to all those Mega Drive and SNES owners 
- Don’t take it! Express your view and stop the 
Nigels wrecking a good mag. 

Paul Goodhew 
Mena Creek, Old 

PS. You pussies think this letter is too volatile? 


Read your passage for the letter section for 
November. This is my legitimate view and it’s the 
truth! 

Thanks Paul, you and millions just like you not only 
saved the Letters section, but forced us to expand 
it. Congratulations for responding to the call. Why 
doesn't everyone write in and let us know what 
systems they'd like to see covered? So far, PC 
owners have been doing all the work as far as this 
is concerned and Paul's letter is like a breath of 
fresh air. Many more games are sold on console 
than on PC, but is this reflected in our readership? 
As we've always promised, GAMESTAR will 
provide you with material you ask for. For your 
initiating efforts, Paul, you're our letter of the 
month winner. Congrats. + 


out completely. If you Ve missed an 
issue, you can get it by sending a 
cheque for $4.95 for each issue, to 
GAMESTAR Back Issues, GPOBox 
4088, Sydney NSW 2000. 

Mega Drive Mayhem 

I won’t take up half this letter telling 
you how good you are because you 
already know you’re the best in the 
world. Now a few things: 

1. In November’s Letter of the 
Month he asked for half-sized 
posters and I say this stinks. Your 
posters are just rad the way they 
are. 

2.1 like platformers, but I can’t find 
one hard enough to keep me stuck 
to my Mega Drive. Can you help? 

3. On The Zone, Adam was wearing 
a Sonic and Knuckles t-shirt. Where 
can I get one and how much will it 
cost? 

4. You advertised in your cheats 
section a cheat for Street Fighter II, 
but it was for Streets of Rage 3! 

5. Why does GAMESTAR always 
have a bad time? 

6. Can you make your reviews big¬ 
ger? 

Matthew Brennan 

Hiya Matt, thanks for your letter and 
the drawings. In answer to your 
points: 

1. The poster is currently under dis¬ 
cussion. If anyone else would like to 
make their view known, just write in 
to us. 

2. I really think that the better plat¬ 
formers can be found on SNES. 
(Sorry.) Try pitching Super Metroid 
against Sonic 3! If you want harder 
games, try ones that have puzzles 
as well as just platforms. 

3. Sega merchandising is available 
through Sega and its Club Reality. 


4. Yes, this error was pointed out by 
approximately 80 billion readers. 
Thanks so much. 

5. Because he's always getting 
picked on by bad guys and idiots. 

6. We could, but this would mean 
we'd have to cut something else 
out, or reduce the number of 
reviews we do. That doesn't seem 
smart when we have so much to 
cover. 

Not Worth Reading 

I’ll start by saying how fantastic 
GAMESTAR is and then say I wrote 
this letter while eating a chocolate 
cake. 

1. Why do you let NMS bag you? 
Compared to GAMESTAR, NMS 
sucks. 

2. I’m getting Donkey Kong 
Country, but I need to know 
another really good game 
to get. Can you help? 

3. I hired and finished The 
Lion King before you reviewed 
it. Why? 

4. Is SSFII better on SNES or 
Mega Drive? 

5. Do you like SNES or Mega 
Drive better? 

6. What is Rare’s secret 
of how they keep so 
quiet about their games? 

7. How about some infor¬ 
mation on the Street Fighter 
movie? 

8. I’ve heard of a 32-bit CD-ROM 
for the SNES, is there ever going 
to be one of these? 

Damien Williams, 

Doonside, NSW 

Damien, we 're really quite 
put out that you didn't 
send us any cake. Here we 
go: 



Isaac Mutton produced Shao Kahn 


1. NMS? What's NMS? 

2. If you're into platformers, then 
you really shouldn't let Earthworm 
Jim get by without some serious 
attention, or you can wait for Final 
Fantasy III. 

3. You’re probably better able to 
answer that than us. 

4. See our review in this issue 
by that instigator of argu¬ 
ments, Tim Boyle, on page 
64. 

5. Dumb question. They 
each have their good and 
bad points. 

6. They're not! 

7. We have given you 
heaps in previous issues. 
Last issue had a special 
report, in fact. 

8. So far Nintendo Aus- 
* tralia has not made any 

> announcements in this 

f ~ area. However, the 32- 

bit Virtual Boy (which is what the 

new VR system is called) has been 
launched overseas, and should be 
released in Australia soon (as in this 
year). No word from Nintendo on 
games or anything else. We'll tell 
you when we know. 

Changes 

It’s great to see an Australian mag¬ 
azine up there beating the stuffing 
out of its US and UK competition. 
Keep up the great competitions. 

Secondly, the bitching. Would 
you please stop mucking around 
with the layout? 

Thirdly, to reviews and special 
features. When are you going to 
realise that some of us, shocking as 
it may sound, just aren't interested 
in beat ’em ups or shoot 'em ups, 
whatever you want to call them? 
And when are you going to put in a 
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few more reviews that suit that 
group? And what happened to all 
the mug shots? Did they just shriv¬ 
el up and die? 

Finally, what happened to the 
groovy little Short Cuts logo that 
you used to have on every page of 
the Short Cuts section? 

It made the Short Cuts section 
just that little bit easier to find. 

Oh, and I’m still waiting for the 
review of Eek the Cat that Natski 
promised in the August issue of 
GAMESTAR. 

David Warrell 
Parkes, NSW 

Layout of the magazine is an area that 
every artist brings something new to. 
We have just had quite a few changes 
in the Art Studio, and thus layout 
changes have been occurring, mostly 
for the better, as the past couple of 
issues have shown. 

Reviews and special features 
have always reflected the entire 
gaming community. For example, 
recently we've looked at develop¬ 
ers of Wing Commander III (flight 
simulator) and Rare Software (plat¬ 
former), as well as the fighting 
titles, such as Rise of the Robots. 


Our reviews also reflect this: plat¬ 
formers, flight sims, RPGs are all 
given the same treatment as fight¬ 
ing games. 

Our reviewer caricatures are cur¬ 
rently being replaced with some¬ 
thing a little more innovative. I'm 
sure you're pleased to discover our 
Short Cuts logo is back! 

Finally, Sony Electronic Publish¬ 
ing asked us not to review Eek the 
Cat, as it did not live up to their 
expectations. 

Questions, Questions 

I don’t know what I can say about 
your fab magazine that hasn’t been 
said before. So it's time for some 
questions: 

1. When will Pitfall be released on 
SNES? It looks awesome. 

2. Which should I get first? Donkey 
Kong Country or SSFII? 

3. Now, this problem with NMS 
magazine. Don’t let them bag you. 
They are nowhere as good as you. 
Tell them off! 

4.1 entered the AcerPac Multimedia 
PC comp. When will it be drawn 
and are there any runner-up prizes? 

5. Which system (Sega or Nintendo) 
has sold more in the world? Also, 


can you please print the specs for 
both machines. 

6. Where can I get my hands on 
Manga videos? 

7. When is Starwing 2 coming out in 
Australia? 

8. GAMESTAR Ruiz! 

9. Will you print the picture of Bubsy 
I included? 

Shane 'Quon’ Rindfleish 
Hebersham, NSW 

1. Pitfall for SNES is out now. Check 
out our review on page 69. 

2. Depends on what you prefer, 
platformers or fighting games. 
While there's no innovative game- 
play in either of these titles, certain¬ 
ly DKC has received the biggest 
raves. 

3. As Australia's Number One 
Games Magazine, we have no con¬ 
cern with those sponsored 
brochures that only cover a single 
company and which aren't inde¬ 
pendent. (Is that the sort of thing 
you're after?) 

4. This is being drawn now. We 
hope to publish some of the win¬ 
ning material next issue. 

5. Extremely boring questions, 
these. Both are neck to neck when 
it comes to overall sales, and no, 
we’re not going to print the specs 
for both machines, as it doesn’t 
matter if you’ve got a SNES or a 
Mega Drive if the games aren't up 
to scratch. 

6. From Siren or Kiseki, check out 
our Manga pages. 

7.1 don't know, but I hope it's soon! 
Cool game! 

8. Thanks. 

9. Yes, you betcha bum we will. 
And have! In cheats this issue. 

Shucks, Thanks 

Wow, what a breath of fresh air you 
guys are. This is the first time I’ve 
ever written to any magazine to say 
good on ya, so feel privileged to 
know that you guys are my first! 

Never has a PC magazine put a 
smile on my pimple-covered face 
like GAMESTAR has. I love every¬ 
thing about it. I especially love the 
PC hints part. Oh, and I thought that 
having other topics apart from 
computer related stuff was a 
schmazzy idea. And do you want to 
know what the best thing about this 
mag is? It’s Australian! 

I am disappointed, however, that 
you have not included any demo 
disks on the cover of your mags, 
but fortunately I have a feeling that 
this is all going to change. 

Well, that’s it from this GAMES¬ 


TAR fan. Until next time, I’ll just say, 
“Hasta la vista, GAMESTAR!” But 
before I go, I’d also like to say 
thanks a trillion for a great magazine 
and you have my congratulations 
on a job well done. 

Richard CCW Hunter 
Hampton Park, Vic 

Donkey Kong Country 
I’m really annoyed. Everyone’s 
been going off about Donkey Kong 
Country’s spectacular graphics. 
But I’ve played it too now, and I 
don’t reckon the game is particular¬ 
ly ground breaking. Sure, it looks 
good, but most of the secret levels 
are so simple to find, even my mum 
could do them in just one playing. 
It’s a nice platformer, but the game- 
play isn’t anything special. Earth¬ 
worm Jim beats it hands down, 
because it’s wittier. I mean the ‘Fin¬ 
ish him’ take off of Mortal Kombat 
and Jim’s yodelling just kills me. 

I reckon your review of Donkey 
Kong Country was pretty good, but 
you placed too much emphasis on 
the graphics. Please don’t do a walk 
through guide to the game. There 
are too many other great games 
around that are harder to beat. 
Kristen Walker 
Hobart, Tas 

Donkey Kong Country was one of 
1994's big releases for the SNES. I 
have to agree that there were some 
other great titles for the SNES last 
year, but Donkey Kong Country 
deserved the 92% overall (and 95% 
second opinion) score it received in 
our review. Your opinion that Don¬ 
key Kong Country wasn't as witty 
as Earthworm Jim has merit, as 
does your point about gameplay. It 
all depends on what you're after. 
Regardless, let's hope it doesn’t 
take games manufacturers as long 
to make good use of the new 
release systems' abilities as it did 
for graphics such as those used in 
Donkey Kong Country to come 
about. 

What About Amiga? 

I think that your magazine is totally 
cool! I’m 15 years old and I own a 
Sega Mega Drive and an Amiga. 
One of the things I love about your 
magazine is that it's Australian and 
you can actually write into it without 
waiting two months to get a reply. 

I buy your magazine every month, 
but I am alarmed to find that you 
have no reviews or hints on hot 
Amiga games. 

Isaac Mutton 



Matthew Brennan is obviously a skilled crawler 
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Barney Rules! 

I want to know if there will be a new 
Barbie game coming out on the 
SNES. If so, will it have the Super FX 
chip? Don’t get me wrong but I love 
Barbie and so do all my friends. 

I want to know if any of these games 
will come out on the SNES: Barney 
and Friends in the playground, 
Sesame Street goes to school, 
Humphrey Bear and Fat Cat! 

A lot of people think I'm crazy, but I 
don’t see anything wrong with me. 
Huey Mahoney 
Canungra, Old 

Energise Me 
What a mag! What a mag! What a 
mag! I have bought every one of 
your mags and I am thinking of sub¬ 
scribing instead of going to the 
newsagent. I hope you realise that 
your mag should keep on going and 
going and going forever, like an 
Energizer battery. Anyway, to get to 
the point of this letter: 

1. Is it true that you are going to give 
away copies of Doom II? 

2. If so, how much will that issue 
cost? 

3. When the 32X comes out, will 
you be giving one away? 

4. Could you please send me Rebel 


Assault for the Mega-CD from the 
Reader Review section. If you do, I 
will subscribe for 12 months. 

David 

1. No. 

2. See 1. 

3. Maybe. 

4. No. 

I am Great 

Okay guys, after contemplating for 
a series of seconds. I decided to 
write in and tell ya what I thought of 
your mag. Firstly I think its great 
(suck, suck, grovel, grovel). Your 
cheats section is quite extensive, 
although I do not need cheats as I 
am so great without them, therefore 
they are quite useless to me. For 
your magazine to grow and prosper 
I believe the following tips may 
come in useful: 

1. Keep the posters going as I have 
a wall to cover in my home. 

2. Chuck in some more reviews and 
cheats for the PC. 

3. Continue to inform us on new 
and incoming hardware for all 
machines. 

4. I liked the cover gift in the 
December issue (SFII trading 
cards); keep it up. 


5. Keep the competitions rolling in. 
Now, if you would be so kind as to 
answer the following: 

1. What will happen if I only have a 
single speed CD-ROM for a 3DO 
Blaster? 

2. What is the best way to get my 
parents to get me a subscription to 
the most magnificent GAMESTAR 
without the loss of my freedom? 

3. What sort of converter should I 
get for my SNES so that I can play 
American carts and how much will 
it cost? 

4. Could you, at one stage sell 
GAMESTAR merchandise (for 
example, caps, shirts, money 
boxes, magazine folders, etc)? 

5. Will there ever be any more hard¬ 
ware console conversions for the 
IBM? (Like the 3DO Blaster.) 

6. What is better, joystick or 
gamepad? 

7. What form of computer do you 
set up the magazine on? 

8. Is it true about Secret of Mana 2? 
Thanks, and keep up the good work. 
Adrian Redman, 

The Wizard 

Thanks for your enthusiasm, Adrian. 

1. Not a lot. 

2. Well, helping around the place 


and doing a deal with the olds 
where you get paid for extra work 
you do is a time-old way of scoring 
money. Otherwise, wait for birth¬ 
days and cross your fingers. 

3. The Game Saver is pretty good, 
especially at around $80. 

4. Yes, in fact check out news this 
issue, and look in news for future 
GAMESTAR gear. 

5. Yes, the Jaguar card has been 
developed (great, at last Atari will 
have something supported), and 
there are also rumours of Sega 
developing hardware cards for its 
next level. (These are rumours only, 
and no, I don't know anything else 
about it.) Of course, as multimedia 
seems to be the way the games 
industry is going at the moment, 
these won’t be the last conversions 
we’ll see. 

6. Depends on what games you 
want to play, silly. Some respond 
better to joysticks, some to 
gamepads. Personal preference. 

7. We work on 386 and 486 PCs, 
some with CD-ROM drives. We 
have a couple of layout stations and 
produce the magazine using 
Microsoft Word for Windows and 
OuarkXPress. 

8. Is what true?* 


— 
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m- westerners or 
'pale faces’. Used to 
describe Americans or 
Europeans. It is not 
used in a derogatory 
sense. . 


new mm 


Kitty Film, who brought us Uru- make anime and that we dig so 

seiYatsura, Ranma 1/2 andGalac- much would be lost. 

tic Pirates, is also interested in can this be? You don't ■ 
producing shows for US television. have to be an anim 

The company plans to work closely purist to enjoy 

with American writers and design- what the Japan- 

ers, creating shows that will then be ese culture has 

animated by the Japanese studios. to offer. Manga 

As far back as May last year, at and anime has 

the ITC World show in London, it?" roots in 

Carl Maek, the American producer Japan and 

of Robotech and chief of Stream- without these 

line Pictures, wanted to take anime loibsynprasies, 

into the mainstream. His motives 4 anime will lose its 
are a bit on 'meaning. 


THE ANIME SCENE 


Something scary is happening in 
the anime world... 

I think everyone is familiar with 
The Mighty Morphin’ Power 
Rangers, but did you know this was 
originally a Japanese live action 
series called Juu Ranger (Beast 
Ranger)? Cut into this costumed 
footage are the apple-pie teen 
American heroes. Now the news is, 
there are at least two more series 
heading down the sannq., track: 
Cybertron will be the first, combin¬ 
ing two ‘80s space shows - 
Spiruban and Metaldar - and 
Gridman is to be made from 
Superhuman Samurai 
Syber Squad. 


Katsuhiro Otoiwo, director 
of Akira, is biffging us a 
new cine reload anime - 
Roujin-Z -ope out in 
Australia in May through 
the Manga Video label. 
More about this anime 
in coming issues. 


MANQA 

TRANSIATES 


F Festival has joined 
forces with 21st Century 
Pictures and will be releasing 
two cult classics early this year. 
The Lensman and Akira will now be 
available through sell-through. 


cvzemwc Mm 


(f you haven’t checked 
l^out Dark Horse Comics’ 
_Th e Dirty Pair, thenjit’s 
about time that you did. 
The Lovely Angels Kei 
/ y^Jfctand Yuri are World Wei* 
^wfare Wbrk Association 
agents, ridding the planet of 
crims in true Cyberpunk fash¬ 
ion. Originally a 1980 Japanese 
sci-fi novel by Haruka Takachiho 
by the name of The Great Advent 
tures of the Dirty Pair, its success^ 
directly attributed to two gaijin^ 
artist Adam Warren and writer 
Toren Smith, who recreated the 
characters. Warren is the number 
one gaijin Manga artist, especially 
after his success with Bubblegum 
Crisis: Grand Mai. Look out for the 
next BGC, due out in 1996. 


Pioneer’s anime Moldiver is creat¬ 
ed, directed and character designed 

■ u to 

am, 

ed to make a few changes to it to fit 
her own figure. Look out for the 
Machine Gals of Destruction. The six 
girls resemble familiar stars of the 
same name. Do you recognise 
Brooke or Nastassia? I certainly do! 


the 

‘unusual’ 
side, though. He 
does not want to 
present anime as 
unique to Japan, 
but as animation 
which just hap¬ 
pens to come 


EVENTS 



from a Japan¬ 
ese origin. What’s 
^ more, he will be tak- 
^ ring all of the, what he 
■fcalls, 'ethnocentric ele¬ 
ments’ away from the anime. 
.Which means that all the little 
odd quirks and humour that 


Another Cyberpunk series to look 
out for is Cyber City Oedo 808 from 
Manga Video through Siren Enter¬ 
tainment. This is a three-part OAV 
series that is not to be missed. The 
first two parts of this series are 
reviewed here this month. 


Don’t forget Ozcon 4 on Febru¬ 
ary 25 and 26. (Details were in Jan¬ 
uary’s Rants and Raves). 

Screening at the MCA on 5 Feb¬ 
ruary will be animes Roujin-Z and 
Mermaid's Forest. 
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UROTSUKIDOJI III: 

THE RETURN OF THE 

OVERFIEND 

EPISODE TWO 

LABEL: KISEKI FILMS 

AVAILABLE: NOW FOR 

RENTAL 

RATED: R 

Somehow, after seeing so many 
different cut and uncut versions of 
Urotsukidoji, this OAV fails to evoke 
anything new. The story follows on 
from the first episode, after Alector 
and Buju - the man-beast - were 
killed by C^sar. The girl they were 
trying to protect was unharmed. 
But unbeknown to them, she is 
Kyo-O, the evil one, born to counter 
the Chojin. The storyline takes on a 
complex turn, as Faust calls on the 
demon Nygras to join forces with 
Kyo-O, thus destroying everything 
in its path. Alector was reborn to 
Caesar yet again, but will her love 
for the man-beast save her? Or will 
Faust’s secret plans succeed? This 
OAV will deliver one thing though, 
tentacles, tentacles and more ten¬ 
tacles. For Urotsukidoji fiends only. 

CYBER CITY OEDO 808: 
FILE 1: VIRTUAL DEATH 
LABEL: MANGA VIDEO 
AVAILABLE: NOW 
PRICE: SI9.95 
RATED: MA 

Sengoku, Benten and Gogul are 
three criminals who have beei 
offered a shot at regaining th< 
freedom and escaping from tl 


for ail you mangaheads oui t here, join the manga cm and 

BECOME A TRUE OTAlCU. AIL VOU HAW TO DO TO GET YOU* HANDS 
ON THE WEST GOSS ON MANGA NEWS, (BESIDES READING GAMES- 
7 Alt THAT IS - ED) AND MERCHANDISING AND TO HAW YOUR VIEWS, 
REVIEWS AND DRAWINGS PUBUSHED . . . WRITE TO THE MANGA CLUB 
C/0 SIREN ENTERTAINMENT, S1A GROSWNOR STREET, SOUTH 
YARRA VIC mi WITH YOUR EUIL NAME, ADDRESS, PHONE NUMBER 
AND BIRTH DATE. 


UROTSUICIDOJI III - THE RETURN Of THE OVERFIEND EPISODE TWO 
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CITY OEDO 909: FILE 2; PSYCHIC TROOPER 


Paul at Siren is giving away two sets of Cyber 
City Odeo 808 File 1 and 2. To win, describe in 
200 words or less what your dream cyborg can 
do. Then fill in the coupon on page 84. 


dog boxes. Instead, they now have 
on ‘dog collars’ which are con¬ 
trolled by their Cyber Police chief 
jawa, who assigns them with 
have to 
signated 
bye 


are 
ky- 
a 

a! r com- 
systenrl which is 
ly linked to the 
itery iimainframe, 
I access to 


med ce 


er 


the Oedo weapon systems, well, 
it’s a job for the boys. Excellent 
pace throughout, with some slick I 
humour thrown in and brilliant 

action sequen 


CYBER CITY OEDO 808: 
FILE 2: PSYCHIC TROOPER 
LABEL: MANGA VIDEO 
AVAILABLE: NOW 
PRICE: S1 9.95 
RATED: MA 

This time round, Gogul is in for it, 
big time. Hejhas been made a live 
test target by the Imperial Japanese 


their new venture. The 
s the prototype pf an inge¬ 
nious form of psychic robot, 
designed to stimulate t|ej 
psychic receptors in the v sub 


brain, thereby pre-empting! their 
every move. There is only one 
choice for Gogul: to defeat the 
cyborg if he wants his skull to 

remain intact. 

Yoshiaki Kawajiri of Wicked City 
fame, directed and character 
designed this OAV series. It comes 
in three separate tapes, as part of 
the Cyberpunk series through Siren 
Entertainment. * 
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Now not you're panting heavily over the world of knowledge available through 
the Internet Muriel Best Is bach to bring you the low-down on how to look cool 
while you re chatting with other cyberdudes. Make use of her tips on bluffing your 


r hose of you who haven’t 
already fried your 
brains in front of your 
monitor will remember 
that last month I looked 
at how to get a connection to 
the Net, and more importantly 
how to avoid looking like a dork 
with training wheels on your key¬ 
board. This month, I’ll look at some 
of the things you can do on the Net, 
and how to do them in such a way that 
it’ll look like you were born doing them. 



First, HHord From The Seeks 

Something to keep in mind when talking about 
programs for accessing the Net are the words 
‘client’ and ‘server’. These are the current indus¬ 
try buzzwords for such things, and will pop up all 
over the place. Best learn what they mean, so you 
can actually use the damned things, and so you 
can drop them into conversations and look like a 
seasoned professional. 

A ‘client’ is a program that you run on your PC 
when you’re on the Net. It can also be referred to 
as a ‘front end’, but ‘client’ is hipper and will 
appear in program menus. A ‘server’ is a related 
program running on the big computer on the 
other end (the 'back end’) of the connection. 
‘Server’ can also refer to the big computer itself, 
as can ‘host’, but in effect it means the same 
thing. A client asks a server for data, and the serv¬ 
er provides it. Thus you would run an FTP client 
to attach to an FTP server, and an IRC client to 
attach to an IRC server, and so on. 

There are many different types of servers on 
the Net, and each one has a different purpose. A 
Worldwide Web server provides cross-refer¬ 
enced information combined with graphics. An 
FTP server stores data and programs for down¬ 
loading, like a BBS. A Gopher server provides a 
way of searching the Net for information and pro¬ 
grams. Differing server types may ultimately con¬ 
tain the same information, but provide a different 
way of accessing the information. This means 
that, for every type of server you want to access, 
you’ve got to run a different client. 

If you’re a Windows user, another word to 
know is ‘Winsock’. This stands for ‘Windows 


socket’, and is the standard way for Windows 
clients to access the Unix operating system run 
by servers. It’s probably what you’ll need to look 
for when searching for client software. 

For each type of server out there, you can 
probably find at least five different clients. All 
clients are not the same. Some do a better job of 
presenting information than others, some crash 
less often, and some have more functions, even 
though they all may connect to the same server. 

And it’s not always the case that you get what 
you pay for. Some of the best clients out there are 
free, written by no-life NetHeads whose only 
desire is to see their programs spread across the 
world. Shop around, and choose the clients that 
do what you want in the way that suits you best. 

The Interface 

Between the server and the client, you’ll need an 
interface program such as Trumpet or 
Chameleon’s Custom program. These don’t 
actually do anything except connect your PC to 
your VAR. The interface takes SLIP or PPP data 
from the modem, and feeds it to the client 
programs running on top of it. The initial configu¬ 



ration of the interface is the trickiest part of Net 
access, and involves such things as setting 
modem speeds, VAR phone numbers, IP 
addresses and domain names. It’s usually some¬ 
thing that your VAR will take care of. After that, 
you only really use the interface to dial up and 
hang up your modem. But after dialling up, 
remember to keep it running in the background, 
since it’s your lifeline to the Net. 









































Khars Out There 

FTP 

FTP stands for File Transfer Protocol, and it is 
not the sexiest part of the Net. But it is a good 
starting point, and you’ll learn to rely on it. 

As the name suggests, an FTP server will 
contain files for you to transfer to your computer. 
The government uses FTP to provide public 
access to documents. Software vendors often 
have FTP servers to distribute freeware or 
demonstration versions of their software. Your 
service provider will probably provide an FTP 
server, full of all sorts of client programs such as 
IRC, WWW, Telnet and Finger, as well as other 
FTP clients, shareware games, utilities and 
specific information on the Net. 

Many FTP servers allow for anonymous login, 
so you don’t actually have to have an account to 
download their files. Running FTP is simple. 
CONNECTing to an FTP server will give you a list 
of files and/or directories available. Find the file 
you want, and (usually) click on it to download it 
to your PC. Often the file will be compressed to 
speed up downloading, and usually this is done 
with a shareware program called PKZIP. You’ll 
need to first FTP (yes, it’s a verb too) a copy of 
PKUNZIP if you don’t already have one. 

The hard bit is finding the right FTP server 
address for what you want. There are thousands 
of different FTP servers, and you need a server’s 
address before you can access it. VARs tend to 
have FTP servers full of useful software, but since 
the people in charge of the Net in Australia 
charge the VARs for all the data you download 
from them, naming their FTP addresses won’t 
get me any brownie points. But try addresses like 
ftp.cinsert VAR name here>.com.au. 

GAMESTAR promises to publish lists in 
following months of cool FTP sites for you to 


access, but we’ll need your help. If you know of 
any FTP addresses, or any other type of cool 
Internet address for that matter, send them in to 
us and we’ll try them out and publish them. 

IRC 

If the Net has a human face, then Internet Relay 
Chat is it. 

IRC is the nearest thing to real conversation 
you’ll get on the Net, except, of course, it’s typed. 
Depending on your typing speed, this can make 
for very SLOW conversations, with few pleas¬ 
antries and fewer difficult-to-spell words. On a 
busy day on the Net, IRC can get a bit like trying 
to hold four simultaneous conversations across a 
crowded bar with a mouthful of beer. Practice 
your typing, because you’ll need it to get heard. 

It’s also a good place to exchange news and 
cheats on games, in real time. 

IRC is a live chat arena, divided up into 
hundreds of different subject areas, such as 
#doom (for exchanging cheats and tactics, and 
raving about how much you love the game) or 
#bjork (for conversations with fans of the 
Icelandic pop goddess). 

To get on, get hold of an IRC client - WSIRC 
is a good one for Windows, and is available in 
freeware, shareware and registered versions, the 
first two available free on many FTP sites. When 
the program is first run, think up a nickname and 
log onto an IRC server such as 
jello.qabc.uq.oz.au, tartarus.itd.uts.edu.au, or 
edna.cc.swin.edu.au. Then request a LIST of 
chat channels available. This can take a few 
minutes. Choose a channel with at least a few 
people already logged on, and JOIN it. Generally 
speaking, the more people logged on, the more 
likely it is you’ll actually find someone to chat to, 
although if there are too many people, you may 
have trouble getting a word in edgewise. 

If there’s one rock under which all the real IRC 


the junkies who live on the Net. They know its ins 
and outs, and type at 500 words a minute. Many 
of them are university students, busy failing their 
computing degrees due to their addiction. Fortu¬ 
nately for them, our noble institutions of suffering 
and all-night, drug-frenzied study binges - our 
universities, the alma mater of IRC - are rapidly 
doing away with IRC. The argument of the 
authorities responsible for crushing the upsurge 
of international communication goes something 


like this: Relay Chat uses a whole bunch of band¬ 
width, which costs a whole bunch of money, 
without achieving any demonstrable academic 
goal. Thus it must be restricted to responsible 
users, or done away with altogether. Now, this 
may seem harsh, and an imposition of the ethos 
of suffering for your art (degree) by people who 
actually suffered for theirs, but the authorities do 
have a point. Much of the Relay Chat traffic ema¬ 
nating out of the universities comes from socially 
crippled geeks planning their next rollerblading 
trip to the beach. Or, if the conversation crosses 
national boundaries, rendering rollerblading by 
the beach a somewhat abstract notion, then the 
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topic of conversation tends to run along these 
lines: 

JaMmeR: GG, where are you from? 

GG: Paris, and U? 

JaMmeR: Sydney. RU a girl? 

GG: Nope. U? 

JaMmeR: Nope. CU 
GG: OK. CU 

It’s plain awkward, having first to establish 
whether the person you’re about to hit on is a 
MOTAS (member of the appropriate sex). 
Awkward and a waste of bandwidth. 

Nevertheless, IRC is a blast, and is still 


supported by the bulk of the value-added 
resellers. If you haven’t yet signed up with a VAR, 
then it’s worth adding IRC support to your wish 
list. Those VARs who charge by the hour will love 
you. IRC is addictive. Expect to spend some 
sleepless nights having conversations with peo¬ 
ple you’ll probably never meet in the flesh.★ 
NEXT MONTH: The Web revealed. Using 
newsgroups. Usts of cool Web and FTP sites, 
especially for gamers. 


cockroaches hide, then it’s #aussies. These are 



Come up with a cool nick(name). Use capital and lowercase in a random fashion to prove that 
you truly aRe a meMber of the X-Generation and an exponent of post-strUctuRaliSm. 


Avoid trying to start up a conversation with someone whose nick appears at the top of the list 
of channel participants and contains the letters BOT. Chances are it’s a roBOT there just to mon¬ 
itor the channel. Although it may be programmed to say ’Hi’ to you when you join the channel, 
it will not give you a warm conversation. DO NOT, WHATEVER YOU DO, HIT ON IT OR INVITE 
IT ROLLERBLADING. Bots don’t blade. 


Don’t be a dick. Don’t be abusive, and don’t send streams of meaningless junk onto every¬ 
one’s screens. If the BOTS don’t throw you off the channel, the humans will, and you may have 

trouble getting back on. 
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“What is a Saturn?” . . . “How good is the 


32X?” . . . Here at GAMESTAR we have 


come across these questions from 


confused punters over and over again. It is 


time to cut through the illusions that are 



WOLF 


surrounding one games manufacturer - 


Sega. So here it is, the full 32X/Saturn 


showdown. 


£R SELF 


U/olf Hawkfietd 
Canada 


Name 
Counity 
Age 
Sex 
Job 

Blood Type 
Hobby 


U073 


KRG E 


27 

Male 

U/restler 

O 

Karaoke 


YES INDEEDIO, I HAVE to say it: “I have a 32X and a Saturn here at my 
place and I am not afraid to use ‘em! WHOOPPEE!” 

Hmm, now while the veneer of professional integrity reasserts itself, and 
Jo gives me my pills, I shall get down to the job at hand. 

Mega Drive (MD) owners across the globe are now faced with quite a 
dilemma. If they want to they can fork out all of 350 quid, and maintain the 


lifespan of their current system by purchasing the 32X, which 
will enhance the MD’s performance by fusing 32-bit technol¬ 
ogy with their current 16-bit platform. 

Or they can upgrade and replace the poor old MD (and its 
attachments) with the seductively powerful new Saturn. 

The specs for the new systems seem to add a little to the 
confusion in that both claim to allow 32-bit play, and both 
utilise RISC processing (reduced instruction set computer). 

Looking closely at the systems, it basically boils down to 
this: The Saturn is a true 32-bit unit, with infinitely better sound 
quality, graphical potential, and a much stronger performance 
when it comes to the all-important polygon handling area (32X 
handles 50,000 rendered polygons per second as opposed to the 90,000 
used in Saturn’s Virtua Fighter). Having said that, the 32X still impresses, but 
only when it is compared to the soon-to-be-antiquated 16-bit systems. 

There are a few strong points in the 32X's favour: It has a good variety of 
current release titles (far more than the Saturn at this stage), with some 
seriously impressive stuff (such as Star Wars, Virtua Racing and Doom just 
for starters). Also, it is cheaper than the Saturn. 

But it is debatable whether the MD add-on has the strength to go the 
distance as we start to move into the 32-bit zone over the next couple of 
years, and this is an area where the word ‘Saturn’ seems just that little bit 
sweeter from the perspective of an obsessive hardcore gamer like myself. 

Although I am only making this claim on the basis of one title (Virtua Fight¬ 
er) it does seem that the Saturn makes the 32X seem like the long-lost poor¬ 
er cousin everyone ignores at dinner parties. The 23Mhz that the 32X’s two 
32-bit processors offer do significantly accelerate the speed of the basic MD, 
with Virtua Racing Deluxe cracking along at a furious pace, but there just isn’t 
the sheer polygon handling power of the Saturn. 


30 


FEBRUARY 1995 

















So what should you do? The 
answer is far from simple, and it real¬ 
ly depends on your needs. If you 
wanted 32-bit Sega power now, 
and were keen to see your Mega- 

on it, 


classics, and wait 
until the Saturn’s 
Australian release in 
October to see what 
it has to offer when it 
is locally released (at 
a price of around 
$ 800 ). 

Finally, there may be a few of you 
truly obsessed beings, like myself, 
who just love the adrenalin rush of 
obtaining new technology before the 
‘normals out there get their hands 


it seems your golden opportunity is 
here, as the 32X isn’t too steep at 
$350. But that is only compared to 
the cost of import Saturns which you 

car^icn!i^roraratherheftygrand' 
or so (call Sprint Electronics on (03) 
428-9630). 

However, many of you might 
want to wait a little, and suss out the 
library of Saturn games in order to 
sample totally dedicated 32-bit per¬ 
formance before scraping up a few 
bucks from your private hoard. Then 
I would say it’s time to 
enjoy all of your cur¬ 
rent Sega 16-bit 


To you I say get a Saturn, get it 
now, and love it and play with it and 
tell all of your mates about it, as it 
really does deliver, and should con¬ 
tinue to do so well until the next gen¬ 
eration of games platforms usurps it 
from its mantle of supremacy. 

Admittedly, there were only two 
titles about at the start of this year on 
import: Virtua Fighter and Clock¬ 
work Knight, but there will be more 
available over the next few months, 
so perhaps it is time to wipe the 
drool from your lips, and bite the 
rather hefty bullet to buy an import 
Saturn. ★ Steve Polak 
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... a cosmic fireworks 

•Sydney Morning Herald 


Neo-Tokyo is about to EXPLOOE! ' 

,C\ RECOMMENDED FOR MATURE 
M ) t5+ AUDIENCES lb YEARS ANDOVER 
,v y •! • •• . ■- v.;". ■ 


"Exhilarating...Qazzling." 

M -Time Out, London 
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LEHMAN 



■ .. U . 

"Dwork of genius. See it and Die. 
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LENSMAN 


"Fascinating! Very powerful 
stuff!" 

■ Daily Mirror, UK 


"The effects are spot on and the 
animation is classy." 

-Daily Star, UK 


FOR PERSONS UNDER 15 YEARS 
I AtXJIT TMCMFS 


82610 


"Discover the power of the LENS. 
Featuring outstanding computer¬ 
generated animation with a Star 
Wars story." 

•UK View 


\ VIOCO J 



Only $24.35 each 


Available at all leading retailers, specialised music ouNeTs 

nr rinn 1 ROD G74 G4G 














GOES 




IF HEAVEN IS a place on Earth (according to songstress and 
animal libber Belinda Carlisle), what is Hell exactly then? Accop^ 
ing to game developers, Take Two, it’s a place with beautifully ; 
rendered scenes populated by beings bearing a certain res^p^ 
blance to one Dennis Hopper and one Grace Jones. Now. any¬ 
where with Grace Jones is my idea of hell, but Dennis Hopper? 

Okay, so he’s garnered a reputation as every film cultist’s fave 
psycho-weirdo/rebel type, (a reputation which has grown f^|^ 
the small but fertile patch of his most famous films - Rebel Witftr . 
out A Cause, Blue Velvet. Easy Rider, and now Speed) but his 
anti-heroes have always been very much creations of this sick world, rather 
than scapegoats from the supernatural. And how will this big screen baddy 
translate through rendering and reduction to the smallest of screens? 

Hell may well be the first ‘inter¬ 
active movie’ to make its audi- 
ence/interactorfl scream at 
something other than its terrible 
acting and excruciating game- 
play. Game developers now 
seemingly have the nous (and the 
bucks) to realise that quality 
scripts, presented by quality 
actors are vital tflan interactive 
movie-style game's success. Big 
name Hollywood actors are not 
necessary, the office cleaning 
lady will do, if she can act, but 
famous names help the sales as 
well as the style of gameplay. The 
cast of Hell seems to have been 
hand-picked folthe baggage 
they can bring to this game, as 
well as for their talent. Grace Jones has an unbreachable i jiage of almost 
machine-like toughness; Geoffrey Holder (Live and Let Die ) and Stephanie 
Seymour (supermodel) bring glamour to their roles as hunting/hunted inves¬ 
tigators/investigated. And Hopper? His scary-psycho image, if not cultivat¬ 


ed, is at least not discouraged, and relates to his off-screen (persona, as well 
as his roles. You may think such a man would be the interviewee from hell 


Derek Delafuente and Kirstin Foster talk very 
politely to Dennis Hopper, star of the cult 
silver screen and now of Gametek/Take 
Two’s 'interactive movie’ - Hell. 


personified, and yet, although he couldn’t talk the hind legs off a dinosaur 
(due to apprehension about the next day’s filming on his latest job), Dennis 
was keen to share his enthusiasm for his first, and possibly only, foray into 
the interactive movie world. 

Hell has been billed as a 'Cyberpunk thriller'. ‘Cyberpunk’ has unfortu¬ 
nately come to be seen as yet another term on the 'last refuge for tired and 
emotional copywriters' list. Yet if Take Two’s promises are fulfilled, Hell may 
be one of the few games which can legitimately wear this new school tie with 
pride. The game’s star, however, could be forgiven for wearing his Cyber¬ 
punk credentials a little less easily. The 'punk' part, yes, but Hopper's previ¬ 
ous incarnations, on and off screen, have been about as ‘cyber’ as an 
electric toaster. 

Hopper's only previous brushes with the techno world have been explo¬ 
sive experiences - the Super Mario Bros film, which totally bombed, and 
playing the psycho-bomber in his latest outing, Speed. So how and why did 
he end up as the latest Great White Hope of the interactive movie industry? 

“Actually, I didn’t even know what a video game was before I did Hell. I 
don’t own a computer. My girlfriend does, but I never touch it. The closest 
I’d come to games was acting in the Super Mario Bros film, but I've never 
actually played a game myself. Basically, I took the part because Peter Brant, 
from Take Two, approached me with the project. We’ve been friends since 
childhood, and he just presented it to me directly. My agency didn’t actual¬ 
ly want me to do it, which just made me more interested. The agency want¬ 
ed me to wait a while before getting involved in the interactive movie industry. 
They think that there will be a lot of money to be made from it, eventually, 
just not now, and they tried to encourage me to wait until then.’’ 

But Hopper, ever the rebel, ignored his agency’s advice and stuck with 
his buddy. In fact, the game/movie was a bit of a buddy production. Geoff- 


FEBRUARY1995 









rey Holder's apartment is across the 
street from the Take Two office and 
he has had some previous involve¬ 
ment in ttfe company. Stephanie 
Seymour is going out with Peter 
Brant. Maybe Grace Jones is pals 
with Peter Brant's cousin’s milk¬ 
man’s sister-in-law’s gynaecolo¬ 
gist? Who knows? Anyway, this 
doesn't mean Hell is an exercise in 
rampant nepotism. After all, why 
travel miles to an out-of-town super¬ 
market when the shop round the 
corner sells quality produce at 
amazing prices and the shopkeeper 
is always good for a chat about last 
Saturday’s match? If you get what I 
mean? 

Hopper's enthusiasm for his part 
in Hell wasn’t simply pleasure in 
going against his agency’s advice. 
The character he plays, and the 
general story and feel of the game 
seems to just click in with Hopper’s 
imagination. Some might call it type¬ 
casting. To Hopper, he’s just doing 
what he does best. 

"I was totally fascinated by the 


game and the character l was going 
to play and as we went along I just 
got more and more excited by the 
whole thing. I didn’t really have an 
input in the game’s design or script 
- I didn’t need to - the guys did a 
great job. I have to admit I did ad lib 
a bit, though, which has spiced it up 
a bit, and that has been left in. 

“I think it’s great I’m playing 
another psycho, I really don’t have a 
problem with it, because those are 
the parts I find the most interesting. 
I’m not sure I’d do something like 
this again, though. Maybe I would, 
but only if it was another Gametek 
project. At least, I’m not planning on 
working on anything similar at the 
moment. I wouldn’t mind directing a 
film based on a game, though. I real¬ 
ly enjoyed making the Super Mario 
Bros film, because of the people I 
was working with. Although the film 
didn’t turn out too well in the end, I 
thought it had great potential.” 

Sadly, our chat with everyone’s 
favourite madman (barring Anthony 
Hopkins, who is greatly admired by 
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Gideon Ashanti and Rachel Braque, 
two former Government investiga¬ 
tors, now on the run, accused of 
supposed crimes against the State. 
The game begins with a sequence 
from Rachel’s recurring nightmare 
as she tumbles down through the 
abyss to Hell. She wakes in a cold 
sweat next to her lover and partner. 
Gideon (sex and horror in the first 
seconds - not bad). From now on, 
Gideon and Rachel must search for 
truths in a world of sinister deceit 
and ruthless evil. 


Why are they really being hunted? 
Who really is in control of the gov¬ 
ernment and where are they getting 
their power from? The player will 
visit other agents, who may help 
them with tips and gadgets, and 
travel through numerous stunning 
locations such as The Pentagon, the 
speakeasy and. of course, Hell itself. 

Hell claims to be truly interactive. 
Players can hack into computers, 
and battle with psionics to produce 
that true Cyberpunk experience. 
The use of two lead characters also 
enriches the playing experience and 
adds some good old-fashioned 
romance. Over 50 actors have 
been used in Hell overall, and 
rendering techniques have 
been used, rather than digi¬ 
tised film, to allow greater 
control over facial expres¬ 
sions and body movements 
which may be lost in digitisa¬ 
tion. Full motion multimedia 
videos and a “rebel-rousing 
soundtrack" add further cred¬ 
ibility to the claim that Hell will 
be “as compelling as any 
Hollywood thriller".★ 


like an unlikely scenario for a man 
whose previous roles have ranged 
from playing a druggy biker to a per¬ 
verted sadist to a crazed 
psycho-bomber, then 
you’re not alone. But I’m 
not going to argue with 
him, are you? 


Hopper) had to end. Dennis went oft 
to prepare for the next day’s shoot¬ 
ing on his latest film. It’s called 


Dennis Hopper has acted in and/or 
directed about 40 films in almost as 
many years, including: 

Rebel Without A Cause (1955) 
Giant (1956) 

Cool Hand Luke (1967) 
Easy Rider (1969) 

The American Friend (1977) 
Apocalypse Now (1979) 
Blue Velvet (1986) 
River’s Edge (1987) 
Colors (1988) 

Paris Trout (1991) 

Speed (1994) 

“My best film was Easy Rider 
because I wrote , directed and 
starred in it. I'm also very fond of 
Rebel Without A Cause even though 
I only had a small pail . The best 
movie Tve ever acted in is The Amer¬ 
ican Friend. Also , Apocalypse Now 
was a great life experience for me. ” 


HELL - THE STORY 

Hell - it could be your 
friends, it could be your 
family, it could be war, it 
could be life. Take Two’s 
own idea of endless tor¬ 
ture is a Cyberpunk 
thriller-style adventure 
with rendered charac¬ 
ters based on and with 
voices provided by Den¬ 
nis Hopper, Grace 
Jones, Geoffrey Holder 
and Stephanie Seymour. 
Set in the year 2094, in a 
city controlled by a con¬ 
sortium under whose 
grip all good is turning 
bad the game sets you 
the task of discovering 
the source of this evil, a 
trail which Inevitably 
leads you to ... Hell. 

Hopper and Jones 
play the forces of evil. 
Their combatants 
- your tools in the game 
are Holder and Sey¬ 
mour who play 


mrm 
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Yes, just when you thought you’d never get through 
them, here are the red hot cheats for some of the 
coolest games we got for Christmas. There are 
even the pictures here to prove we did them. If you 
can’t get these to work, then obviously you’re a 
big-time sucko loser. 



Lion kings 


Level Select 

We’ve tested this cheat on the Mega Drive only. 
No guarantees for the SNES version. 


MEGA DRIVE 

On the Options screen, go to Difficulty. Press Right, A, A, B 
and then Start. This will allow you to enter the cheat mode 
and select the level you wish to play. 


SNES 

On the Options screen, go to Difficutly. Press B, A, Right, 
Right, Y and then Start. This will allow you to enter the cheat 
mode and select the level you wish to play. 

After attaining your selected level, you may wish to return 
to the Options screen and change the level of difficulty back 
to whatever you had it on before. (Fi plays on Normal, Jo on 
Easy, and Kathy just likes to watch.) 
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EARTHWORM JIM 


The Everything Cheat 
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i - New JuNk City 
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Once again, this cheat has been 
tested only on Mega Drive for the 
moment. It’s extraordinarily cool. 
If you’re not lucky enough to own 
the game, make sure you rent it, 
as it’s brilliant, especially with this 
cheat. Shiny Entertainment is 
known for its skill in game graph¬ 
ics, and the cheat screen doesn’t 
let you down. It’s certainly as 
entertaining as the game itself. 

The good thing about this 
cheat is that the one cheat gives 
you the full screen of cheats. You 
can choose from God Mode, 
Map Mode, Level Select and 
many technical-looking debug 
options, all from using this one 
cheat. Go for it! 

Push Pause, then hold the 
Left and A buttons at the same 


time. Let go of these buttons and 
then hold down the Right and A 
buttons at the same time. Let 
them go and push B, B and then 
A. A screen will appear with pic¬ 
tures of the Production team and 
you get told you’re a cheater! (Tell 
us something we don’t know.) 
Then follow our maps to see 
where you’d like to go first, and 
get whipping! 
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BUBSY 



SNES 

For all those people 
out there who just 
can’t get enough of 
that Bobcat game, but 
can’t get through it, 
here are all the level 
codes to help you on 
your way to collecting 
all the balls of wool. 

Level 1: JSSCTS 

Level 2: CKBGMM 

Level 3: SCTWMN 

Level 4: MKBRLN 

Level 5: LBLNRD 

Level 6: JMDKRK 

Level 7: STGRTN 

Level 8: SBBSHC 

Level 9: DBKRRB 

Level 10: MSFCTS 

Level 11: KMGRBS 

Level 12: SLJMBG 

Level 13: TGRTVN 

Level 14: CCLDSL 

Level 15: BTCLMB 

Level 16: STCJDH 


Bubsy drawn by Shane 
"Quon" Rindfleisch. 


CHOPLIFTER 3 

SNES 

All those people who used my cheat back in 
the second issue of GAMESTAR will know 
how not to die in Choplifter 3, but for those 
who missed it, I will give you the access 
codes for the later levels so you still have a 
chance to defeat all the bad guys the easy 
way. 

Level 2: DSRTLLN 
Level 3: MRDSTGN 
Level 4: MDCTLVN 
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SNES 

We at GAMESTAR like 
to bring you guys a few 
level codes each month, 
and one of the hottest 
games around at Christ¬ 
mastime was Power 
Rangers. 

In an attempt to keep 
all those Mighty Morphin 
Dudes at bay, here are 
all the access codes to 
the game. 

Level 1: 3847 

Level 2:5113 

Level 3: 3904 

Level 4: 1970 

Level 5: 8624 

Level 6: 2596 

For the bonus games 
where you can take on 
Power Ranger versus 


Power Ranger, enter 
these codes: 

Bonus 1: 0411 

Bonus 2: 1007 

Bonus 3: 1212 


f fl 


MARIO IS 

mi hq 

SNES 

Here are all the level 
codes to help you find 
Mario: 

First Room 

Door 1: PW23CZ 
Door 2: FCBSB6W 
Door 3: YHYAMLZ 
Door 4: Y4MOPFW 
Door 5: G5F96CX 
Second Room 

Door 1: CX746YF 
Door 2: NBGR6CF 
Door 3: Tim couldn't crack itl 
Door 4: X42KLDK 
Door 5: S4805N4 

Third Room 

Door 1: DWV6P78 
Door 2: PCD 1384 
Door 3: DJ49LZ3 
Door 4: D9FKPTR 
Door 5: TTMGMQM 

Final Boss: 

ZPF*M86 


TRIHI 8ILLV JRSDN HIHBERIV ZRCH 

II ’ <' n 

















^ij^A If you guys watch this show 
m\ and have the game, it's time 
M , 1 to wake up half an hour ear- 
1 lier to watch me and the rest 
1 of the guys down at The 
|H I Zoned 

Now, with that off my 
chest, here's a level select 
I I for Ren and Stimpy (like the 
I game needs one cause it's 
■ f so easyI). 

HHV All you have to do is 
when the title screen that says 
"VEEDIOTS" appears, enter 
the following codes onto Con- 
troller one: L, R, A, L, R, B, R, X. 
y But make sure you enter this code 
before the word is fully formed or the 
cheat won 't workl 


MEGA DRIVE 


Here’s a nice little password for levels that will help you 
beat those playing blues. 


The Cellars: Haunting 


The Sewars 2: Gungetnk 


Industrial Zone: Garage 


Surburbia 3: Traffic 


The Forest 2: Barrel 


Toy Factory: Windup 


For the super team, enter this code into the password screen 

D333 K4K DKMEK 


CJ3 


SNES 

For invincibility, wait for the title 
screen to appear and press the 
following buttons: 


L, L, R, R, L, L, L, R, R, R, L, L, R, 
R, L,R. 

To know if the code has 
worked, the copyright notice 
would have turned from blue to 
green. 


When you play Port Town 2, 
go around the first lap and just 
after the start/finish line, you'll 
see a jump. Activate the power 
boost when you hit the jump 
and you should end up on the 
other half of the track, so you 
can race the course in half the 
time it takes everybody else. 


r 


If you have ever wanted to play against a mate in group bat¬ 
tle but they always pick the only player that you're good at 
(isn't that right, Dave?), I've got a way to get back at them 
without kicking them out of your home. What you do is go to 
group battle and keep pressing L and R buttons on control 
pad two until you hear Vega's little girlie laugh. Now, go and 
choose match play or elimination as you would normally do, 
but now you can play any character you choose. 


If, like me, you like cheating, 
then finding a short cut is some¬ 
thing to shout about. And find¬ 
ing a short cut on F Zero is 
going to help you beat anybody 
else who tries to play it, so 
here's how you do it. 
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MEGA DRIVE 


What you have to do is plug Sonic 3 into the Sonic and Knuckles cart and 
get all the chaos emeralds in Sonic 3. Now when you start playing Sonic 
and Knuckles, collect all the super chaos emeralds and you’ll be trans¬ 
formed into Hyper Sonic, Hyper Knuckles or Super Tails. Very cool - very 
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If you've managed to get around I 
a course in record time, enter these I 
initials to play little bits of music I 
during the Name Entry screen. 


Also, the following codes 
play bits of music from the older 
titles listed next to them. Enter 
these once again at the Name 
Entry screen. 


T.B Thunderblade 
VMO Vermillion 
QTT Quartet 
F 7 Fantasy 7one 
E.R Enduro Racer 
SDI SDI 

TOR Turbo Outrun 
ORS Outrunners 
GPR GP Rider 
EXN Exhaust Note 
S.F Strike Fighter 
GLC G-LOC 

G. F Galaxy Force 

R. M Rad Mobile 

S. C Stadium Cross 
SMG Super Monaco GP 
SHO Super Hang On 
V.F Virtue Fighter 

A.B Afterburner 
P.D Power Drift 
V.R Virtua Racing 
O.R Outrun 
S.H Space Harrier 

H. O Hang On 


NAG 

MAS 

GOS 

MIT 

ARI 

YAS 

DEK 

OSA 

GO M 

D.K 

MAC 

KAG 

MIY 

KEN 


WJVAY) 

HMKf 

SNES 

If you want a level select for 
Pocky and Rocky, enter this 
code on your control pad 
while on the title pages: Hold X 
and Y and press A, A, A, A, B, 
B, B, B, A, B, A, B, A, B, A, B. 
It's really that easy! 


PICE OF PERSIA 


SNES 

If playing this game takes too 
long for you guys to deal with, 
this level select will do the 
trick to make it a lot easier to 
get to those hard to reach 
areas. 

What you have to do is enter 


the code "SPECIAL" in the pass¬ 
word screen. When this has been 
rejected, start the game and enter 
the following code: B, Y, UP, 
DOWN, LEFT, RIGHT, L, R. 

If this has worked correctly, 
you should be able to hear a 
noise. 

Now press Start and Select to 
enter the level select screen. 


DRAGON'S LAIR 


3DO 

For all those guys who still can't get past Dragon's Lair, 
even with the player's walk through, then here's a help- v 
ful cheat that's sure to make the impossible possible. V 
What you have to do is on the srceen that says Press 
start to Begin, enter this code in on controller one: Up, 
Down, Left, Right, Up, Down, Left, Right. Now all 
you have to do is sit down and play the game (but 
this time with unlimited men). How cool!I 





























WINNER 


Ashley Ringrose is our very lucky January Short 
Cut of the Month winner. Ashley comes from 
Miami in Queensland and has sent in level codes 
and maps for the Mega Drive version of Zero 
Tolerance. Congratulations Ashley! You've 
scored a six month subscription to GAMESTAR, 
Australia’s Number One Games Magazine, for 
your fantastic effort. 
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MEGA DRIVE 

FIFA INTERNATIONAL 
SOCCER ‘95 

While at the Options menu, try 
these codes in order. 

The Dream Team: A, A, B, B, C, 

C, A, A. 

Crazy Ball: C, A, B, C, C, B, A, C. 
Curve Ball: B, A, C, B, C, C. 

No Walls: C, C, C, B, A, A, A, B. 
Super Power: B, A, B, B, B, B, B, 
B, B, B. 

Super Goglie: A, A, A, A, A, B, B, 
B, B, B. 

Super Defence: B, B, B, B, B, C, 

B. 

Super Offence: A, A, A, A, A, B, C. 
After typing in the code, you can 
access the codes menu by 
pressing A on the main menus. 
Luke C, Levendale, Tas 

ECCO THE DOLPHIN 

Tides of Time 

If you want a complete cheat 
screen for endless life, or to tele¬ 
port to any level, or teleport to any 
part of any level, or get a charge 
sonar and more, try the following: 
Halfway in the middle of turning 
around (when Ecco is looking at 
you), press Start then A, B, C, B, 

C, A, C, A, B. A cheat screen will 
appear. 

Jonathan Cavell, Alexandra, Vic 

How would you like a 
free six month 
subscription to this 
wicked magazine? Well, 
whoever sends in the 
most mind-blowing 
cheat will get just that. 
Don’t waste time 
sending in cheats we all 
know - send one that’s 
totally original. Fill out 
the coupon on this page 
(you can finish writing 
the cheat on the back) 
and send it to: 
GAMESTAR, 

Short Cut of the Month, 
GPO Box 4088, Sydney 
NSW 2001. 


ROAD RASH II 

Any bike, any course: Simply go 
to Set Player mode on the 
Options screen. Choose Mano a 
Mano then return to the Main 
menu. Go to the Bike Shop to 
select any bike. Now change 
player mode from Mano a Mano 
to take turns and then start the 
game. 

Wild Thing: On the Title screen 
hold down these buttons - A, C, 
Up and Start. Keep holding them 
until the main menu comes up 
and go to Start Race. The Wild 
Thing is black and it has unlimited 
nitro bucks and goes 228 miles 
per hour. 

Chris Giddens, Chiltern, Vic 

EARTHWORM JIM 

Start the game as normal. When 
you start Level 1 and you get on 
the flying fox, just before it falls, 
jump and use your whip and try 
to get hooked on a new moose 
head. Once you get up there, 
follow the path to a toilet, hop on 
it and you will be warped to 
below the big boss. You will have 
four Mega blasts then you will 
have to go as far left as you can. 
Jump through the wall, get the 
free life, get up and fight the big 
boss. 

Eric Maher, Emeralds, Qld 


Name: 


F-117 NIGHT STORM 

Level codes 
Level 2: PVAN5H 
Level 3: 6023JH 
Level 4: 7VGFKH 
Level 5: PUSG8G 
Level 6: VT2R6F 
Level 7: 9V4WKH 
Level 8: 2GFA2C 
Level 9: 9ZHW4D 
Level 10: RUL83G 
Level 11: E559XH 
Level 12: A7DA5B 
Level 13: 9A4GSE 
Level 14: 3HT43D 
Level 15: ZCFYLG 
Eric Maher, Emerald, Qld 

PC 

TFX 

When in the game, hold down 
Shift and type PLOP and then 
your plane will be invisible. 

COMANCHE MAXIMUM 
OVERKILL 

When playing the game, press 
Escape for a menu, then hold 
down the Backspace key and 
type in Kyle. Then there should be 
an additional selection called 
Cheat in the menu. Under Cheat 
there should be a Fix Damage 
and Reload. 

Anthony Woo, Darling Point, NSW 


ADVENTURE 

When you get in, type COSMOI - 
NEXT. Then when you get in, kill 
yourself. When you start the level 
again you will have infinite life and 
you can only die if you fall down 
a hole. 

Duniam Goddard, Malvern, Vic 

RAILROAD TYCOON 

When in world map, Shift 4 
makes your money go up in 
$500,000 amounts till you reach 
$34 million. 

Matthew Burns, New Zealand 

SIM CITY 2000 

In an edit mode such as XTGOLD 
in HEX at byte 27 it will look 
something like 00 00 42 20. 
Change it to 7F02 FF FS and you 
get about $18,000,000. You 
must do it just after you have 
started a new game and saved it. 
Matthew Burns, New Zealand 

THEME PARK 

Start a new theme park under the 
nickname HORZA. 

Then every time you press CTRL- 
C you get a few thousand dollars. 
Sometimes you have to press 
CTRL-C three times to get the 
few thousand. Just don’t spoil 
yourself. 

Tom Rucinski, Springvale, Vic 

- \ 


Address:. 

.Postcode: 

Age:. 

Daytime phone number:. 

Game system:. 

Cheat (there's more space to finish on the next page): 
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POLICE QUEST 3 

From the DOS prompt, delete the 
VERSION file in your Pq3 directo¬ 
ry. Start the game and click your 
mouse button as fast as you can 
and a cheat menu will come up. 
Then select what you want. 
Vincent Cerra, East Malvern, Vic 

SYNDICATE 

Company Name: Nuk Them 
Description: Lets you try any 
mission. 

Company Name: Watch the Clock 
Description: As it says. Watch the 
clock. A full day will pass in only 
five seconds instead of five min¬ 
utes. Great for researching and 
getting taxes! 

Company Name: Do It Again 
Description: After you finish, you 
can do the missions again with all 
of your stuff and money and guys. 
Company Name: Rob a Bank 
Description: Starts you off with 
$ 100 , 000 , 000 ! 

Company Name: To The Top 
Description: Lets you do any mis¬ 
sion and gives you $100,000,000 
plus all mods and equipment! 
Company Name: Cooper Team 
Description: The best one! Same 
as To The Top but all your 
cyborgs are equipped with the 
best mods and equipment! 

Simon Thoroughgood, 
Maryborough, Vic 

RAPTOR 

During the game, press Back¬ 
space to refill the energy bar. If 
you press Backspace when your 
plane is exploding, you’ll go to the 
next level automatically and will 
have an extra weapon. 

Anthony Woo, Darling Point, NSW 


WING COMMANDER 

At the command prompt, type in 
C:\wc Origin. When you press the 
Alt and Delete keys simultane¬ 
ously the enemy shall blow clean 
out of the sky. (NB: The space 
between the end of wing and the 
beginning of Origin is one space 
and there must be a capital on the 
'O’ of Origin. This cheat also 
works on Wing Commander II: 
wc2 Origin. 

Matthew Flegler, Mission Beach, Old 

To destroy the Fralithi and Star 
Base: Enter the mission and fly 
straight over the top of the Fralithi 
ships avoiding them completely. 
Destroy the Star Base and then 
auto pilot back to the Fralithi 
ships. If you get close enough 
they should self-destruct. 

Vincent Cerra, East Malvern, Vic 

INCA 

If the stages are tricky hit CTRL + 
ALT and fire at the same time. It 
makes killing enemies very easy. 
Vincent Cerra, East Malvern, Vic 

SNES 

ALFRED CHICKEN 

Warp-matic Machine: On Stage 
1, when you get up to the end do 
not peck the balloon, instead, 
walk over to the wall and jump, 
then a block should appear. Now 
walk over back to near the laser 
beam shooter and do a run up 
and Super Jump (X and A) on to 
the brick, then jump Left and go 
as far as possible, then press Up. 
You’ll find yourself in a room. Just 
go to the door in there. 

David Coghill, Werribee, Vic 


MARIO 3 

On the first level in the first castle, 
go and get a box so you can have 
the racoon tail. Then go to where 
the spikes are and duck and 
when you see a door don’t go in 
it. Use B to fly up until you get to 
the roof and go to the corner. 
Then press Up and you will see a 
flute. Get the flute and go back 
out again. In World 2, go to 
where you have to choose a box. 
Choose one if you get the 
hammer and go to a rock and 
smash it in and get the other 
flute. Then you go to the last 
stage. 

Ari Lomis, Croydon, NSW 

SUPER MARIO ALLSTARS 

To get all three warp whistles in 
Super Mario 3 get to World 1 -3. 
Find the white block near the end 
of the level. Get on it until you fall 
into the background. Run to the 
right and collect the warp whistle. 
Save and quit your game, then go 
back and repeat the trick for all 
three warp whistles. 

Another one is to go to the first 
Super Mario Bros game and 
make your way to World 3-1. 
Near the end of the stage look for 
a pyramid with two turtles walking 
down the blocks. Put Mario next 
to the bottom block of the pyra¬ 
mid. Once the second turtle is 
moving down that block, jump up 
on the turtle a lot and you should 
get about 120 1 -ups. 

Brad Revelly, Gunnedah, NSW 

TAZMANIA 

Level Select: On Options screen, 
press A, Y, A, Y, X, Y, B, A, R, L. 
Robert Lewis, South Caulfield, Vic 


DONKEY KONG COUNTRY 

Bonus levels 

Snow Barrel Blast: Jump on the 
igloo and wait for Vulture, then 
jump on Vulture and rebound to 
the left top corner of the screen. 
You’ll find a Barrel Cannon. 

Stop & Go Station: Go back the 
way you came from at the begin¬ 
ning and enter back in to the 
entrance for a short cut. 

Millstone Mayhem: Jump on tyre 
and jump backwards on a ledge 
above the entrance and jump to 
find a Barrel Cannon. 

Platform Perils: To go to Barrel 
Cannon at beginning, kill Krusha, 
then on moving ledge fall to the 
left of it and another ledge takes 
you to the Barrel Cannon. 

Warp: On the path in Kongo 
Jungle, when you’re on the bend 
between Cranky’s Cabin and 
Reptile Rumble, press L, R, Y, B 
simultaneously. This should warp 
you to the end of Orang-Utan 
Gang or the end of Ropey Ram¬ 
page (depends when you press 
the buttons). 

Express on Bonus Level: To find 
two large animal tokens, go to the 
end of the screen and jump to the 
very top and fly over. 

Steve Lopez, Matraville, NSW 

THRILLSEEKERS ONLY 

These cheats are from the 
plethora we recieve from 
you guys every month. As 
we don’t get the chance to 
check them out, GAME- 
STAR accepts no responsi¬ 
bility for these cheats. Try 
them at your own risk, and 
don’t whinge to us about 
your smoking console. 


Cheat (continued): 
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OKAY ALL OF YOU 

malevolent combateers, it 
is time to don the Dark cape 
and take on the demon¬ 
spawn with the definitive 
guide to demonic destruc¬ 
tion, as we dismantle the 
mystical mayhem that is 
Dark Stalkers. 

All I can say is that this 
is a title which truly 
deserves the hype, as it 
crawls out from the pri¬ 
mordial ooze at Capcom and proves that it is more than just anoth¬ 
er 'SFII wannabe’. 

So down to business. How can you crack through the confusion 
of Dark Stalkers combat and come up with a few simple strategies? 
Well, first it’s not what you know but who you choose. There are a 
couple of characters who are head and shoulders above their 
demonic cousins. These select few bringers of destruction are Dimitri 
(Ryu in goth drap), Rikiyou and Morrigan (very similar to D). Felicia 
also deserves a mention, but I am still sussing her out. 

The virulent vampire Dimitri is really the best choice, 
especially for those who wish to finish against the comput¬ 
er, as he has all the moves, and a great power-up attack 
in the form of the ‘mega blast super special incinerator fire¬ 
ball’ (that’s what he likes to call it when he’s going for a 
couple of cold ones with the boys). 

Dimitri can also do 
some serious voodoo 
when it comes to 
combo. One of the best 
involves jumping 
towards an opponent 
while blocking in mid¬ 
air, then doing the 
Transvaal triple slam on 
them as you land! 

Other than this, a com¬ 
bination of slow and fast fireballs (a fast one in mid-air 
and the slow one along the ground) can be devastating 
if you can keep up the pace. 

Dimitri is also quite a devastator when you use the Samurai Show¬ 
down tactic of dash/uppercutting them, as he becomes invisible (and 
thus invulnerable) when he dashes, turning to mist for a while. On 
rematerialising, you can uppercut them into the middle of next week. 
He is probably the best guy to finish with because you can use his 


hurricane kick extremely effectively on the first boss (the robotic 
Herzog), and then finish off the final guardian using the double fireball 
tactic I have already mentioned. However, there is a little more to it 
than that. So let’s tackle Herzog first. 

The mental mechanoid is best dealt with by playing defensively. 
Wait for him to leap into the air, as he is easy to nail in mid-flight, espe¬ 
cially with characters such as Dimitri, and Rikuo (who both have fast 
attacking air moves). It is so easy as you 
smack him again and again while air¬ 
borne. Using Rikou’s back, back, kick ‘air 
drill’ will get you through extremely easily. 

Now, the next character who falls into 
the genus bastardis horribilus (the Fire 
Elemental), is a lot tougher. You have to 
work the geography of the 
game a fair bit, putting as much 
terra firma between you and 
him as possible. Playing as 
Dimitri you can use a combina¬ 
tion of medium and high kicks 
when your fiery foes get near - 
not as a means of causing 
damage, but as a way of forc¬ 
ing him back, as he will 
inevitably block you. Whenever 
you are the full screen * length 
away, you can flummox him 
with a never-ending rain of fire 
balls, being careful to block his missiles, and leaping out of the way, 
and over him when he closes. Just remember to wait for his missiles 
and keep your distance. Unbelievably enough, this is all that is 
needed, although it isn’t easy. So roll credits sequence, and let your 
head swell. ★ Steve Polak 
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In the Sewer 
(where the stair¬ 
case falls away) 
press Left as you 
start to fall. 

Press Fire to 
swing your sword 
then press Left 
again. Then as 
the wall flashes, 
press Left one 
more time. 


In the Armoury, press Fire 
when the sword rises. Press Fire 
as it starts to come down at 
you. When the mace flies down 
at you, press Fire. Now push 
Left or Right, depending which 
way the blacksmith’s benches 
are flying. When the sword goes 
into the fire, press the Fire but¬ 
ton and you’ll be safe. With the 
two balls that fly around, wait for 
the third grunt, then push Up. 
Once you pass this, press Fire 
straight away and then pull 
Down. When the screen 
changes, push Up to run 
through the door. In the Closing 
Wall room, press Up and you’ll 
jump through with safety. With 
the Mechanical Horse, push 
away from the walls when you 
get close to them (be it Left or 
Right), remembering that the 
fourth turn is always the same 
direction as the third turn. 


1 For the Lizard King, 
press Left when he does 
his first swing. From here 
on, keep moving right 
when you get to the end 
of the passages until you 
see your sword. Now 
push Up. When you get 
the sword, press Fire, 

Left, Right, Down then 
Fire. Bye bye, Lizard King! 


J 

START TO 

jER this 


DOWN, LEFT, 

, DOWN, 

GHT. [MOW ALL 
ETO DO IS SIT 
ND PLAY THE 
UT THIS TIME 
[LIMITED MEN). 
>OL! 


Wooden Bridge is 
easy. Push Forward. 
Forward, Down, Fire 
(very close to each 
other) then Left, then 
Up. At the spiral 
staircase, Press Fire 
to swing at the bats, 
then press Left. 

Press Left to jump 
the hole in the stairs, 
press Fire to kill the 
King Bat, then press j 
Left again. 

8 ... _ 










iOk 




1 On the Draw¬ 
bridge stage, 
all you have to do 
is press the Fire 
button when the 
tentacles 
approach, then 
push Up. 
On the falling roof 
stage, push 
Right. 


300 WALK THROUGH 

ALL OF MY FRIENDS KNOW THAT I LOVE 
DRAGON’S LAIR, (YEP! - ALL OF TIM’S | 
FRIENDS) YET MOST OF THEM CAN’T GET 
OFF THE BRIDGE STAGE (THAT’S WHAT YOU 
THINK, SMART ARSE! - ALL OF TIM’S 
FRIENDS) . SO, AS I PROMISED THEM, HERE 
IS THE COMPLETE WALK THROUGH TO 
DRAGON’S LAIR. BY TIM BOYLE. 
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In the Gombar room (where the trap door 
is in the floor) press Fire, then push Right 
straight away. As soon as the screen 
changes, push Up and wait for more 
Gombar dudes to come bouncing down 
the stairs. Press Fire before the screen 
changes and then press Up. 


In the Striped Snake 
room, press Fire twice then 
push to the right to exit the 
screen. In the Round room, 
press Left, Up, Right, Up, 
Left, Up, Fire, then Up. 


Once you’re in the Tentacle room, swing at the first tentacle 
and wait for Dirk to jump forward. Push Right when he lands, 
followed by Back. Wait for him to climb the stairs and push 
Left, then push Up when the exit door flashes. 


«■■■■■ _ 

In the Drink Me room. 

just push Right. The tilting 
platform is also easy. Push 
Down when Dirk turns his 
head, push Up, then Left. 

In the Colour Balls room, 
press Down until you get to 
the purple ball. Now press 
Up after this ball or you’ll 
fall into the cavern below. 


1 1 Push Up at the lighter parts of 
the water. Push away from the 
whirlpools, rush right at the rocks. 
For the Mud Men stage, press Fire, 
U, U, U, L, U. At the Electricity Cage 
stage, push Up, Up, then wait for 
the electricity and push Left. At the 
Dragon’s Lair, push Up for the trea¬ 
sure, Left to ride the box, Left to 
avoid the fire, and Down to catch 
the cups. Push Down to avoid the 
hands, Down again, then push 
Left. Push Up to run for cover and 
when the dragon comes up, pull 
Down. Now push Right to go 
towards the magic sword, Fire to 
get it out and Fire to stop the drag¬ 
on’s breath. Push Left to avoid the 
tail and Fire to finish him off. Easy! 


10 

Now, depending which 
way it’s generated, press 
either R, L, U, L, R, L, R, B, B 
or L, R, U, R, L, R, B, B. 

Once in the Corridor of 
Horrors, push Up, Fire, Up, 
Fire and away from the black 
slime (usually to the left). 
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STAR TRAIL IS QUITE A SCINTILLATINGLY INVOLVED 
PC RPG WHICH WILL HAVE THE MORE ADEPT OF YOU 
ANCIENT ADVENTURERS TRULY ABSORBED. IT IS 
ALSO PRETTY DAMN DIFFICULT, SO WE AT THE 
GAMESTAR INSTITUTE OF BETTER GAMING HAVE 
DECIDED TO FURNISH YOU WITH A TOME CALLED 
‘STAR TRAIL: THE WALK THROUGH FOR WIMPS OR 
THOSE FALLING FOUL TO FRUSTRATION’. 

OKAY. THE FIRST THING you should be aware of is that every 
successful party needs to be comprised of a balanced selection of 
character types. The manual suggests you can win through with any 
assortment of dastardly dudes, but the manual is full of rather large 
pigeon droppings at this point. 

Maintain a good mix of all classes, and definitely have at least two 
decent ‘hack and slash' fighter types. My personal favourite is the 
rather unsavoury Thorwalian, who has the ability to use poisoned 
weapons. It is also quite a good idea to consider at least one decent 
missile melee specialist (such as the Huntress or Silvan Elf). A Druid 
is also valuable for their healing properties, and at least two magic 
users are necessary as there are some types of combat situations 
where mere brawn isn’t enough. I liked the straight Magician, work¬ 
ing with the rather weird Ice Elf for their combination of offensive spell 
powers. 


SAGEMEISTER: 

STEVE’S SEVEN PATHS TO 
EMPOWERMENT. 

1 It is extremely worthwhile considering that age-old 
AD&D trick in the party generation phase of creating 
bogus characters, and robbing them with one legitimate 
character. You then erase the ‘would be if they could be’ 
adventurers who are now bereft of their starting money 
and, hey presto, your legitimate character seems to have 
magically created money and possessions out of thin air. 
You can do this several times, and it is advisable if you want to enter 
the game with some kind of advantage. 

2 It is also quite a good idea to use poisoned weapons as much as 
possible, as they too give you an advantage over most foes, 
especially demi-human opponents who, like yourself, have a weak 
resistance to poisoned weapons. Additionally I found the Bambal- 
adam spell to be extremely effective in shortening combat. 

3 Be careful not to carry too many items. Greed isn’t necessarily 
good as you will be annoyingly forced to move at a snail’s pace, mak¬ 
ing you more vulnerable, and slowing down your overall progress. 



4 It is still worth remembering to always keep your party well- 
stocked with the following before you head into a dungeon : 

• lots of food 

• even more water 

• healing and curative balms, potions and other weird healing items, 
such as whirlweeds. 

However, you may get a little fed up and I 
would definitely advise you to suss out the magic 
waterskin on the fifth level of the Dwarven Pit as 
it will prove incredibly useful. 

5 It may sound whimpy, but it is definitely worth 
using sleeping bags, even in conjunction with 
clothes, as it is essential to preserve heat (and 
thus energy) during the wintry parts of your trek. 

6 Try and set up your hack and slash warriors 
with the best armour possible, even to the point 
of making your indirect combateers vulnerable. 
Later you will be able to fit them out too, but early 
on, the decent protection for your hardcore 
havoc freaks is critical - spend big. 

7 Finally, learn to ‘loiter’ in the early stages of 
the game, gaining an experience buffer in the 
early random combat encounters, so that you 
will have a little more power in terms of experi¬ 
ence levels when you hit the ‘brick wall’ of seri¬ 
ous slaughter in the dungeons that follow. 

Now to the steps you need to take in order to 
have mastery over the game. 

You begin in the city of Kvirasm, and the first 
thing you need is some information. 
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KVIRASM 

1 Exit the Temple you start in; you will then receive some informa¬ 
tion about your quest. 

2 Visit the Lovely Meadow Tavern; it is in the middle of the town. 

3 Rest up at the inn (south end of town), preparing spells and 
sorting out combat configuration. 

Leave the city in the morning. Travel overland in the following 
steps: South, south-west, south, south, and keep going south until 
you reach Gashok. 

Make sure you aid the priestess along the way, as she will help 
you in your journey. 

GASHOK 

On reaching this town your quest begins in earnest. 

1 Search Atherion’s Mill (in the extreme south west of town). 

2 Ask Gerlanje (in the herbalist shop in the middle of town) about 
the Mill and Artherion. He will provide you with information. 

OVERLAND 



GASHOK 

1 Return to Gashok, and stay at the ‘All Roads’ inn. The next day, 
visit Gerlanje again and ask her about ‘foreigners’ and ‘Valpour of 
Kuslik’. Now find Valpour, and ask him where you can find the 
honourable newcomers. 

2 Next locate and assassinate Erholt of Tiefhusen - who deserves 
everything he gets. Erholt can be found in the north-east quarter of 
town. Also, kill the evil Deregon of Thunderbrook, and search the 
slimy blighter’s place for evidence. Deregon can be found if you travel 
south-west from Erholt’s location. 

3 Return to Artherion and he will reward you with two powerful, 
magical weapons. Now visit Gashok again, and replenish your 
powers by resting at the ‘All Roads’ inn again. 

The next day begin your journey to Finsterkoppen - go south, 
east, north-east, south, south, south-west, south-west, west, south¬ 
west, south-west, and west. Phew! You made it to Finsterkoppen, 
where we will pick up the quest in the next issue of GAMESTAR. 

Till then keep on crunching, Ore craniums! 

Steve Polak 
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Now leave the city and travel north-east, and then north, until you 
reach a dirt path. Follow the dirt path until you discover Artherion. Tell 
him you will ‘avenge his suffering’. 








Talk about weird warps! Jump 
down the toilet to discover a 
short cut to the end of the level 
Only Shiny makes it possible! 


As you fall from the death-slide 
you can just about whip this 
moose's antler. After this you 
can work your way up to the 
toilet to reach the warp. 


Shoot the hanging fridge to 
launch the cow. Where does 
she go? Wait and see! 


'/! Walk right from the start 
/ and hang on the chain. 
Edge forward slowly and 
then blow away the dog 
with your blaster, rememl: 
to pick up the little star 
things if you can, as they 
are energy refills. 


r..- 


w 1 




m t 1 ™ 




M 4i 

duM. 

- • T"*-' —— * 

■■ * • 





Just below this platform is an 

Use your whip to grab hold of the 



ammo top up, collect that and keep 

moose's antlers. You will fall down a 



heading up and right to fright the 

hole that leads you to a whole host of 



mini-boss - a demented dustbin! 

bonuses, and the final guardian! 
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Keep moving to avoid the falling 
tubas. Blast away at the bin until it 
starts to fire anvils. If you keep up 
the assault, it will stop shooting and 
charge at you. Quickly jump over 
the bin and shoot it from behind as it 
passes. Repeat the process until it 
explodes! 


Whip the crates onto the spring on the 
right to hit Chuck. Once you’ve hit him 
he will vomit fish, (lucky this isn’t 
Smell-o-Vision!) Stand on the right to 
avoid them, but watch out for the stuff 
falling from the sky. Six crates will 
finish him off and if you need help, leap 
for the sky. Fly high! 


Keep weaving left 
and right to dodge 
the random objects 
coming down the 
conveyor belt. Onci 
you've reached the 
top, jump right. 


You will need to jump 
onto this chain to swing 
across the spikes, but first 
of all shoot the dogs. 


Revel in the rewards you'll get 
from swinging on the moose's 
antler. There is also a one-way 
wall to the right. 


After you have warped from 
the toilet you will appear 
here. Grab the mega blasts 
and walk right to Chuck! 
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Climb up the left side of 
the level and then jump 
up onto the rope to 
swing to the right and 
collect the bonus energy 


As the crystals move up 
the gap, jump from one 
to the other to avoid the 
jets of flame that shoot 
out from the rock. 


FROSTY THE SNOWNMAN 


When tvil appears here, it s 
your cue to run like hell to the 
left, away from the masses of 
falling spikes that follow you 
for about 30 seconds. 


Whenever you see these black 
mouths, open fire with your 
blaster as soon as possible 
before they home in and bite 
large chunks out of you! 
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Keep moving around and whenever 
he pops out of the ground, whip him 
before he breathes flames at you. Ten 
shots should dispose of him and you 
will be warped back to finish the rest 
of the level. 




Whip the accountant and then 
shoot him. After that, walk to 
the left and stand on the 
crystal to be warped to Frosty 
the Snowman. 


After you've defeated the 
snowman, jump up, catch the 
hook with your whip, and 
swing to the right to collect an 
extra life and some ammo. 











Don't forget to 
get this continue. 
You must hang off 
the edge to avoid 
the spikes. 


Edge through this section 
slowly blasting the mouths 
and collecting the energy 
by hanging onto the edge 
of the platforms. 


Lightly hop aboard 
this crystal and 
then run quickly to 
reach the dreaded 
Evil the Cat! 


owing across on 
these hooks carefully 
to reach the top of 
the level. It's all 
downhill from here. 


After Evil steals your suit, he will blast 
you with his cannon. Jump over the 
flames until the rock on the right has 
melted. 


When Evil the cat appears, blast him 
with your gun and then jump over the 
flames which come from either side of 
the screen. Nine times will be enough 
to exhaust his supply of lives. 


Stand below and to the 
right of this cog and jump 
and whip it to raise the 
potcullis on the right. 
Whip it several times to 
get through. 


Run in the opposite way 
the gem is spinning to 
stay on and then let 
yourself be carried all 
the way to the top. If you 
leap to the left halfway 
up you can get the extra 
life in the rocks. 


Flames will be following 
close behind at this point, 
so jump as soon as you 
reach the bottom of this 
mammoth slide. 
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Simba must climb to the very 
top of Pride Rock and defeat a 
lame hyena. From the start 
point in the bottom left of the 
level, run quickly long the 
ground to the right, leaping over 
the creatures and roaring to 
stun them. Now it’s time to start 
bounding up the rock, following 
a logical route, but always going 
higher and higher. Take time to 
weed out all the bug bonuses 
before facing the hyena. 


CUTS 


[EGA DRIVE 


Set against the majestic backdrop of Africa, The Lion King 
is the powerful, allegorical story of a young lion cub named 
Simba and his heroic journey to claim his destined role as 
King of the Jungle. 


Based on the new Disney classic, you take control of Simba 
and help him through 10 massive levels to claim his 
birthright and help him grow into the wise old Lion he must 
be to become King. Here’s part one of our walk through. 


Leap over this gap 
and carry on up to the 
higher ledges on Pride 
Rock. Grab the bug 
bonuses and either 
jump clear over the 
little creatures on the 
rock or roar first to 
stun them and then 
hop on their heads to 
get rid of them. 


Simba must reach this point at 
the end of the level and fight 
the rather tired-looking hyena. 
Stay on the left and wait for 
the hyena to pounce in your 
direction. When he does this 
run under him and wait until 
he stops to catch his breath 
before leaping on his head to 
exit the level. 



















Jump up at the rhino's head so he bumps you up to the monk( 
tree above. The monkeys now toss you onto the giraffe and you 
across their heads before the giraffes toss ypujn the 




Roar at these two monkeys in order to change their directioi^Now jump on 




As you ride the ostrich you must jump over the hogs and duck under the low 
branches. The sequence goes: Jump, duck, jump, double jump and duck. 


On the first part of the second bird ride follow this 
sequence after simply running past the first thdee trees: 
Jump, duck, jump, jump, duck and double jipmp. This 


sequence takes you safely to the point highlighted 
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Roar at this first monkey and go to the left-hand rhino to be shunted up to the other monkqks and 
launched across to the other side of the lake. % 


v 






land he 


re. Roar at this monkey a 


own to get back to the first tree via the 


tree you 


ke. Now get thr 


on 


in. 


ack to the first tree. Roar at the monkey there when you land and then drop down to the floor to roar^atthe first monkep 






Simba just can’t wait to be King 
and so the bouncy little fella is 
about to have some fun roaring 
at the monkeys. When Simba 
does this the pink monkeys give 
a whimper and turn the other 
way. These monkeys are the 
anchor men for the acrobatics 
that take Simba across the 
Lake. Take care in the big bird 
sections and always be on the 
look out for those handy bug 
bonuses. 


The second part of this sequence goes like this. Duck, duck, jump and 
double jump. Now you will be bolted over to the last section in the level. 
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The Elephant Graveyard is a 


dark and scary place for young 


Simba who must pit his wits 


against the hyenas and vultures 


living there. Some of the old 


bones making up the platforms 


drop away as Simba steps on 


them, so every movement must 


be swift and accurate. There are 


plenty of bug bonuses to be 


had as well as extra energy and 


lives to collect. 


At the start Simba drops down at 
this point and he must make his 
way to the left, before falling 
down the gap to make his way to 
the bottom left corner. Collect the 
bug bonus before carrying on 
over to the right, along the 
bottom route. 










—tin- 


Run and leap off the elephant's 
spine and press Up to grab this 
bone handle. Now leap across 
to the next one in order to drop 
down to the thin platform below. 


Your tyrannical Uncle Scar has 
lured you into the path of a 
stampede of wildebeest. As you 
run towards the screen the 
wildebeests are running much 
faster than you. trampling you 
underfoot if you don’t react 
quickly enough. Move from side 
to side to avoid the animals as 
they speed past you and watch 
out for the flashing warning sign 
at the bottom of the screen, 
which means a dangerous 
obstacle is approaching. Jump 
at these points and keep on 
moving until the level’s over. 




. 
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Slide down the bones and stomp on the 
vultures on the other side. Now head 
back over the high platforms, passing 
above the level start point and on to the 
left to exit the level. 




MEGA 


In order to escape fl 
boiling hot gusher, launch Simba 
up the cavern by pawing up the 
hand hold in ultra quick time. This 
takes plenty of practise but the 
well-placed restart point at the 
bottom of the cavern proves a 
time-saving device. 


Paw away this pile of rotting 
bones and launch Simba up the 
rock face via the small hand holds 
on the sides. When you reach the 
top, drop down the other side to 
land on the elephant skin which 
acts like a trampoline over to the 
next ledge. 


Keep on running as the end looms 
into view. Be on your guard at all 
times, otherwise those wildebeest 
will have your guts for garters!★ 
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LEVEL TWO CONTINUED 


10 Floor 156 
PASSWORD: L)r7tsDgB 


Divided into four different sec¬ 
tions, this level is the one to soil 
out the men from the boys. Devil 
Dogs are the first opponents you 
come across. Deal with these by 
shooting them as they run 
towards you. Face up to the 
robots, before chasing after them 
and planting a few bullets into 
their backs - we're not playing by 
the Queensbury rules here, you 
know! You'll also find some aliens 
and terrorists in this level. All in all. 
there are 54 rough, tough ene¬ 
mies to kill. 

11 Floor 155 
PASSWORD: WFLyvCDgF 


way around the level on the out¬ 
side first and then work your way 
inwards. Keep an eye out for the 
various terrorists, aliens, dogs 
and robots baying for your blood. 
This level will also give you the 
opportunity to pick up loads of 
rocket launchers to use in your 
fight against crime. 

I 

12 Floor 154 
PASSWORD: cHxyv/?gD 


Another big level for you to run 
rampage around. If you ever get a 
little bored of all the killing you’re 
performing, always remember 
you can shoot the windows away 
and cause untold dollars worth of 
damage. Then again, you are 
supposed to be working for the 
United Nations, aren’t you? How¬ 
ever, sad joking aside, to com¬ 
plete the level use your 
ammunition wisely and take out 
large groi jps of aliens qi jinkly with 
the big weapons to preserve your 
energy. 


There are 46 enemies to kill on 
this level, troops. For some 
strange reason, there are aban¬ 
doned sheds littered all over the 
level. It’s really just one huge, 
open space, so try working your 


13 Floor 153 
PASSWORD: cHxyv/?gD 

There are 41 enemies lurking 
around this level, all intent on 
killing you! These guys consist of 
robots, terrorists, aliens and 


15 Floor 151 
PASSWORD: PDq5v/KFz 

The last section of Level Two is 
upon us and boy it's a tricky lit¬ 
tle number! It takes place in a 
series of average-sized rooms 
each jam-packed with baddies. 
Most of these rooms are also 
filled with power-ups, ranging 
from shotguns to medi-packs. In 
the second room down, there is 
a huge alien which you must 
fight. If you try and run away, he 
simply runs after you and shoots 
you in the back. He will need to 
be shot 10 times before you can 
kill him. 


TWO-PLAYER 
LINK-UP MODE 

! The two-player link-up mode 
is where it’s at for anyone 
with two copies of the game 
and two Mega Drives. 
Co-operation’s the key to 
success in this mode as the 
I two of you can take out dou¬ 
ble the amount of terrorists 
than normal! 

To really succeed in a two- 
player game, you should 
both pick a different route to 
take around the level. This 
means you can wipe out the 
enemy in double quick time 
and it also lessens the 
chances of shooting each 
other! 


dogs. How do you kill each of 
them? Simple. For the robots, all 
you have to do is shoot them in 
the back when they’re running 
away. For the terrorists, sneak 
up on them and then give them a 
bullet in the head. Aliens are 
killed in much the same way as 
terrorists, and dogs should be 
shot when they’re running 
towards you. 


14 Floor 152 
PASSWORD: 6HKQ-*DFU 


The fires are back! Keep that fire 
extinguisher handy, this way you 
can put out any fires blocking 
your path. Also keep your gun 
up at all other times on the look¬ 
out for trouble. You can collect a 
fire extinguisher from the first 
porthole room you come across 
to add to the one you collected 
earlier. 


54 
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LEVELTHREE 

The aliens have fled into the basement of the complex, 
and guess who has to follow them down into the murky 
depths? Yes, that’s right! It’s little old you and your trusty 
knapsack full of weapons! 


1 Basement 1 
PASSWORD: bnL9m*Knh 



Just by looking at this map, you 
can see it’s a maze. Remember to 
look at this inap as a handy refer¬ 
ence in case you get lost. Every 
turn of the comer brings out a 
new enemy, so keep your wits 
about you. There are also a fair 
amount of power-ups dotted 
around the corridors, in case 
things start to get bad. Use your 
fire extinguisher to put out any 
fires you come across and 
remember - the enemy can’t fol¬ 
low you through locked doors! 

2 Basement 2 
PASSWORD: aLqZk9Jcx 

Eighty-five aliens are just waiting 
to take a potshot at you on this 
level, so make sure they don’t get 
a chance! Again, this is a very 
maze-like level, with only five large 
rooms to speak of. The large 
room to the far right is packed full 
of shotguns, so make sure you 
take full advantage of that fact. 
The lift is located to the top right 
of the level. The wall-crawling spi¬ 
ders make an unwelcome come¬ 
back in this level. 


3 Basement 3 
PASSWORD: PvoZStPvi 

Another maze! Can you believe it? 
This is a-maze-ing. In each room 
you visit, you’re guaranteed to 
find either a power-up or an alien 
to blast. There are over 100 ene¬ 
mies to kill, so get blasting, mister! 
Remember, in hand-to-hand 
combat, you can only kill the wall- 
crawlers when their eyes are 
exposed, otherwise keep clear of 
their attacks. 


4 Basement 4 
PASSWORD: HjJ95/LuF 



Yet another maze for you to work 
your way through. Study the 
map to chart your progress, as it 
will help you escape from any 
tricky situations you get yourself 
into. Lurking within each corridor 
is an alien, and rest assured 
they’ll give you no mercy unless 
you shoot them first. Collect all of 
the power-ups you find. A total of 
86 enemies must be killed to 
escape from this section, so go 
kill them. Your ammo’s probably 
getting rather low by now, so 
watch yourself and use extreme 
caution. 


5 Basement 5 
PASSWORD: L!)95/5my 



Another highly complex level, if 
you judge things purely by 
appearance. Over 100 enemies 
are found wandering around this 
level, so keep your trigger finger 
ready. Hug the wall as you run 
along the bug-infested passages 
and keep an eye on your ammo 
supply! Extra guns can be found, 
but these are in short supply, so 
use them sparingly. Chances are 
you’re going to have to resort to 
fisticuffs at some stage to get 
yourself through this level in one 
piece. 

6 Basement 6 
PASSWORD: 6HLfntJGz 
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7 Basement 7 
PASSWORD: ctafErJM7 

Once again, more than 100 aliens 
to contend with in this level, all hell 
bent on sucking the blood from 
your neck! Hang on, isn’t that a 
vampire’s job? Secure the floor, 
then get the hell out of there! Put 
out any fires you come across 
with the fire extinguisher collected 
; a few levels ago. If you don’t have 
one, you can find one on this 
level. You can also find a fire¬ 
proof suit here, which, as you can 
imagine, comes in very handy 
indeed! 

8 Basement 8 
PASSWORD: GN6fEvJOQ 



Things just keep getting harder 
and harder for you, don’t they? 
Just by looking at this level map, 
you can tell it’s going to be a hard 
one, can’t you? Thankfully, there 
are loads and loads of ammo 
refills dotted around the level. 
These include all of the favourites 
- shotguns, flame throwers, 
mines, bulletproof vests, and not 
forgetting a fair smattering of 
awesome pulse lasers. Over 100 
enemies are waiting for you on 
this level. 


A simple enough level, the only 
problems coming from the sheer 
amount of enemies you have to 
blast! The walls now resemble 
something you’d come to 
expect from a hive of killer bees, 
and it’ll come as no surprise to 
find that most of the enemies are 
bug-monsters. Over 100 of 
these creatures must be 
destroyed, so get to it! The exit 
lift is . located towards the bot¬ 
tom-right of the level. 
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EQUIPMENT 

GUIDE 

Bio Scanners 

This useful device lell^the 
whereabouts of each enemy j 
on a level. 

Bulletproof Vests 

Once you have this in your 1 1 

possession, you can take up 

to 10 blows without being J 

hurt. 

Fire Extinguishers 
This little item is. strangely 
enough, used to put out any | 
fires you come across! 

Flame Thrower 

Great for barbecues, the j, 
flame thrower also wipes o utJf 
scores of the enemy. 

Grenades 

In a tight spot? Try blowing 
up the bad guys, it make# life 
easier! 

Ffand Gun 

Your standard piece of fire¬ 
power look to upgrade as 
quickly as possible. f 

Infra-Red Goggles 
Once you pick up one of 
these gadgets, you see all 
the baddies much clearer. 

Laser Pistols 

Wander around pretending j 
you're the Terminator with 
these laser-sighted killers. 

Motion-Sensitive Scanners 
These tell you how many i 
alien life forms are lurking 
around the complex. 

Rocket Launcher 
The ultimate weapon for wip 
ing out the bad guys. Press 
fire and watch them explode! 

Shotgun 

A real man’s weapon, perfect 
for drawing first blood. 

.Pire- Proof Suit 

You're completely invulner¬ 
able to flames once you find 
tfiis handy sui^_ 
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9 Basement 9 
PASSWORD: Dir9XtJgF 



What a surprise! More than 100 
enemies are awaiting your arrival 
on this level with baited breath! If 
things are starting to look bleak in 
the ammo department, never 
fear! There are more than enough 
power-ups waiting to be grabbed 
here, as well as plenty of extra 
energy medi packs. Your 
chances of survival are suddenly 
starting to look brighter. 


11 Basement 11 
PASSWORD: Op69QsJgj 

Phew! Only 95 enemies on this 
level! The layout is also a little 
more complex than before, so 
refer to the map if you get lost. 
Get shootin'! Those long-time 
friends, the Devil Dogs, make a 
reappearance in this level, as 
does the mega-blasting rocket 
launcher - eat dirt scum! The first 
of these powerful weapons is 
found at the top-right of the map. 



12 Basement 12 
The final section! 


The graphics take on a new look 
for this level, with the outer hon¬ 
eycombs portrayed in dark 
green. All of 52 enemies are on 
this island, so go in all guns blast¬ 
ing. The level is very wide and 
open, so watch out for the mas¬ 
sive mother alien in the centre of 
the map, she'll require some 
blasting before she dies. This is 
the last level, so make the most of 
it! Note - you don't have to kill all 
of the bugs in this level, only the 
mother alien herself. Once you've 
done that, and it’s a simple mat¬ 
ter of blasting like you’ve never 
blasted before, pat yourself on 
the back. This mission has been 
completed. Congratulations!★ 



10 Basement 10 
PASSWORD: ?L6/VtJh! 

Still going strong? Well, try your 
luck on this level then. One of the 
hardest yet. Ammo’s your main 
problem now, or rather, the lack 
of it! Go for as many weapon 
power-ups as you can. you’re 
certainly going to need them. 
Over 100 enemies will make sure 
of that! 
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AFTER ECSTATICA’S MAGNIFICENT entry into the 
GAMESTAR office (no, not the actual delivery - the jiffy bag was 
rather disappointing) Relentless was going to have its work cut 
out for it if it was to rise above Psygnosis’s massive effort. Early 
indications looked favourable, however, despite the seemingly 
insurmountable odds. First there was the fact that the makers, 

Frederik Raynal, Serge Pagnol and Didier Chamfray, were 
responsible for the original Alone In The Dark game, and sec¬ 
ondly there was the empirical evidence - the glorious SVGA 
images, with astonishing, nay seemingly impossible, detail and 
artistry. 

Electronic Arts has licensed a sure-fire winner. The neat, ordered nature 
of the graphics could be seen to extend deep down into the heart of the 
gameplay with a tightly structured, rigidly ordered piece of design. Adeline 
Software could, however, have given us the best bit of the game - leaving 
the bugged out, bleary and dreary remainder to the unfortunate consumer. 
But they haven’t - and quite honestly we hadn’t expected that they would. 
We shouldn’t have told you that - the conclusion’s supposed to go at the 
end of the review. 

IT’S NOT, IT’S NOT . .. 

Before we go any further it’s probably best to 
clear up an obvious confusion. 

Despite this being a distant cousin of 
Alone In The Dark (AITD), and despite 
it having the same parentage, AlTD’s 
influence is, surprisingly, very small. 

Basically, you have the polygonal crea¬ 
tures - and that’s about it. Indeed, 

Ecstatica is more similar to Alone In the Dark 
than Relentless is, and Ecstatica is itself very 
different from Infogrames’ iconoclastic game. 

Why this is so is not very difficult to conceive when 
you see this game up and running. Relentless’s iso¬ 
metric perspective immediately precludes the immediacy 
of AITD. There are none of its distinctive camera angles - for the simple rea¬ 
son that the viewing area is so large - and the characters are necessarily 
incy-wincy. Which came first, the SVGA graphics or the tiny tots? No-one 
knows, but the logician would put his chips on the former. The limitations of 
a PC’s processor preclude large SVGA characters without a jiddery-juddery 
landscape. 

So, to look at Relentless is an extraordinarily pretty cross between Syn¬ 
dicate and Alone In The Dark, with any emphasis firmly on the former. This 
has obvious ramifications on the gameplay. Alone In The Dark (and Ecstati¬ 
ca) play very much as movie-adventures with emphasis on carefully placed 
camera angles. Relentless gives up on all that, going instead for the more 


This is a big, no ... huge adventure. Only 
superlatives can begin to describe Dave 
Westley’s admiration for this French fancy. 


traditional arcade adventure market. It does, however, retain the influence of 
the others. At any time, you can switch to VGA mode and the game zooms 
in on Twinsen. The game automatically does this of its own accord for cer¬ 
tain, atmospheric, cut sequences. 

The Orwellian story goes like this. Vour name is Twinsen and you’re a 
Quetch (no, I’m not being rude). A Quetch is just one of four races that inhab¬ 
it the world of an alternate earth called Twinsen, the other three being the 
Grobos (elephants), the Rabibunnies (rabbits) and the Spheros (round 
things). All four of you share one thing: exploitation by and enforced servi¬ 
tude to the oddly named Dr Funfrock. 

DREAM GAME 

Your adventure starts with a dream: alone on a ledge, 
high up a mountain you seem to be sole witness to 
molten rock and magical, purple spells pluming up into the 
night sky. At first it all seems like fun - fireworks, incandes¬ 
cent, multi-coloured cartwheels of light just for your benefit. 
But there’s something disturbing about it. For starters, it 
shouldn’t be happening. And, for dessert, the earth is moving 
beneath your feet. A cut scene shows you that your fears proved cor¬ 
rect: an apocalyptic, deathly conclusion that couldn’t be seen by your 
own eyes. They were ‘popped’ into oblivion by an all consuming fire - 
just as the earth was sucked into the sun. 

Pass this short but beautiful intro, and you’ll find yourself trapped 
within a cell. Your dreams led you to ask too many questions, and to say the 
word that should never be said: ‘Sendell’. Sendell is the planet’s goddess, a 
mythical being believed to have enormous power. She’s also one that Dr 
Funfrock has outlawed, punishing by death those who break the order of 
silence. 

Somehow you’ve got to make your way out of prison and out into Fortress 
Island - first to find your wife, and then to save your world. Sound tough? It 
is, it is. 

AND SO WE BEGIN 

Controlling Twinsen throughout the game is remarkably easy. Use the Up 
cursor key to move forward, the Down cursor key to move back and the Left 
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and Right keys to move left and 
right. The exact way Twinsen moves 
depends on the ‘mode’ that he is in. 
Press Control and four behavioural 
patterns are presented: Aggressive, 
Athletic, Discreet and Normal. Thus, 
in Athletic mode you run, in Normal 
- walk, Discreet - tip-toe and 
Aggressive - sort of wobble. 

These modes also affect the 
action that you’ll perform when you 
hit the spacebar. In Aggressive 
mode you’ll beat the crap out of your 
enemy, in Discreet - crouch down, 
in Athletic - jump and in Normal - a 
variety of actions from opening, to 
talking, to changing clothes. 

The behavioural screen is the 
only time you’re ever distanced from 
the in-game, full-screen SVGA 
action. There are no on-screen 
commands to click upon and no 
pop-down menus to get in the way, 
and the result is the immediacy 
that’s long been the holy grail of 
developers. Yet Ecstatica, too, 
achieved the displacement of all on¬ 
screen commands, but the immedi¬ 
acy of that game barely crawls to 
half that offered by Relentless. You 
see, the full screen graphics are only 
half the reason for Relentless’s suc¬ 
cess. The second half is that the 
thing is just so damn slick. That’s 
not to say that Ecstatica is sub-stan¬ 
dard - far from it - but Relentless’s 
astonishing attention to detail 
extends into just about every facet 


of the game’s design. It's incredibly 
easy to move your character 
around, the keys are simple and 
intuitive to use, and the game’s 
SVGA imagery is always crystal 
clear. What this all adds up to is a 
game that’s never been more easy 
to pick up and play - and keep play¬ 
ing without irritation or having to 
refer to the manual. 

THE CATCH 

There’s only a couple of catches 
with the simple and intuitive control 
mechanism. It makes some things 
easy and obvious that shouldn’t be. 
You see, the problem with limiting 
tho control mechanism means that 
one button must replace a myriad of 
commands and hence a myriad of 
possible options. On a number of 
occasions I’ve discovered and done 


things that I hadn’t known I was 
looking for or trying to do. This 
jumped me, confusingly, further into 
the plot than I should have been. 

The second criticism that can be 
levelled at Relentless is that it’ll be 
over far too quickly. In truth, half of 
the reason for this is that the game 
is so good you won’t want to stop 
playing it - but it’s also to do with the 
fact that you’ll be able to progress 
through the game remarkably 
quickly. Not all of the puzzles are 


easy by any stretch, but a substan¬ 
tial number consist merely of man¬ 
aging to get to the ‘right’ place. 

Still, these criticisms are minor. 
For the first time in ages a company 
has spent long enough with a game 
to ensure that, by the time it’s ready 
for release, everything about it is 
perfect. 

Electronic Arts and Adeline Soft¬ 
ware deserve the highest of recom¬ 
mendations - and get it with the 
GAMESTAR Nova Award. 


GRAPHICS 

+ Each character is made up from 250 polygons 
with Gouraud-shading. 

SOUND 

+ Brilliantly implemented music and FX. Digitised 
voices are a joy. 

PLAYABILITY 

+ The most easy to get into and absorbing arcade 
adventure ever. 

SUMMARY 

A must buy for adventure fans. A must buy for 
everyone else, too, really. Production values have 
never been higher than in this immediate classic. 




*******— 


iMpMiiP 




60 


FEBRUARY 1995 





tains. It was also a challenge to have 
the pre-computed look right with 
the real time animated characters. 

I have heard that the game keeps 
track of the lives and personalities of 
the characters and each has a life 
chart of sorts. How is this achieved? 
Each character has its own little pro¬ 
gram that describes or creates its 
behaviour. We created a sort of 
multi-tasking environment to 
achieve this. All the characters have 
their lives running concurrently. 

This, in fact, creates a very live virtu¬ 
al world since every character is 
minding its own business unless you 
interact with it. They can also inter¬ 
act between themselves. In reality 
you cannot know the state of every- 


We spoke to 
Frederik Raynal about 
Relentless - the most 
likely contender for 
Game of the Year - 
and things that keep 
you up at night. 

What problems have the designers 
found in trying to depict a realistic 
environment? 

The biggest difficulty was to design 
a lot of different locations that would 
look to come from the same world. 
We have a lot of places in the game 
that range from prisons to moun- 


one. We kind of lost control over our 
game. 

How complex and realis¬ 
tic can a game like 
Relentless become? 

The previous question 
partially answers this 
one. 

The engine behind the 
game is simple in principle - 
but hard to program - since 
it ‘only’ runs the programs of 
each character. This, in 
turn, makes it very easy 
to create an unlimited 
number of behav¬ 
iours for each 
character. The 
only problem with it 


is that even we can’t always predict 
what is going to happen next. This 
makes every game a different 
experience. We didn’t try to be 
realistic, but to create a virtual 
3D cartoon-style world. 

Where do you see your ideas 
developing to in the future? 
We want to make our char¬ 
acters more and more 
independent and smart. 
The characters will behave more 
and more freely, but also realisti¬ 
cally to the user’s input. This also 
t implies having a better dynam- 
l ic animation engine that will 
I make the characters look 
A even better. 

What are the current tech- 
nological limita- 
tions that are 
stopping Ade¬ 
line's designers 
with future ideas? 
Amazingly enough the home 
computers are not yet power¬ 
ful enough to implement all our 
ideas. This will come soon. 
Anyway, this doesn’t prevent 
us making games that play 
right even if they don’t look 
perfectly right yet. 


i* 


How do you see your work fitting in 
with the ideas of interactive movies? 
We don't believe in interactive 
movies yet. It is possible to pre¬ 
compute and display impressive 
video sequences on PC. but this is 
not interactive. What most people 
achieve today is putting a few puz¬ 
zle games in-between those video 
sequences. This is not what we call 
interactive. Interactive means for us 
that you decide at every instant what 
you character does. This implies 
some trade off in the graphic quali¬ 
ty. We will see what we can do in the 
future but it will always take real time 
3D to put gameplay forward. 

Which is more important the game , 
or the engine behind it? 

The engine is just a means for 
gameplay. We keep rewriting it all 
the time and this implies big soft¬ 
ware investments, but the money 
isn't important. What is important is 
to be able to materialise our ideas 
into enjoyable games. 

How long has Relentless been in 
development and how many people 
were working on it? 

It actually took 18 months to get the 
final version of the game. We start¬ 
ed with four people and finished with 
a staff of 12. 

What were the greatest technical 
limitations of computers 
If computers had been more pow¬ 
erful it would have been different. I 
can’t say that there were difficulties 
since we knew where we were 
going to be from the start. The 
most pleasant thing is that the feel¬ 
ings in the game are exactly what 
were in my head before I started 
the first line of code. What’s also 
very rewarding is that the public is 
responding very well. It is good to 
see that your views about gaming 
are actually shared by the gamers 
themselves. 

How much does a game like Relent¬ 
less cost to make? 

About 5 million francs (AUS$1.2 
-million) from start to finish. ★ 
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ECSTATICA, ORIGINALLY 
DESTINED for the Amiga, isn’t a 
true interactive film but is innovative 
and takes a valuable step in the right 
direction. But more important than its 
direction and innovation is the fact 
that it is an excellent game. 

It is maths intensive and a mini¬ 
mum requirement is a 486 PC and 
CD-ROM. With a full installation it will 

chew up 100M of hard disk with the CD. There are more than 250 locations 
and 700 cut pieces of animation. Then there is all the digitised speech on top 
of that. So this is a big game. 

The game uses a new (well, new to computers) form of graphical display. 
All moving objects - people, animals and storms - are created out of ellipses, 
a fact that co-designer Andrew Spencer resigns himself to believing will be 
the principal reason for its popularity. 

The rest of the games industry is polygon-mad, but Spencer and Alain 
Maindron have focussed on a simpler yet more effective method for repre¬ 
senting the human form. The result is a more effective and natural-looking 
model for movement, with obvious areas for future development. 

You play the part of a lone stranger (who looks suspiciously like co¬ 
designer Andrew) who rides into a medieval village 
where strange things are afoot. The first thing you 
come across, besides the rock that puts you face 
down in the dirt, is a small pig wielding a spear and a 
man in death-throes crawling down the main street. 

Enleriny any of the buildings results in you being 


hunted instead of the hunter in an evil fairytale 
where cute doesn't mean cuddly. By Mark Lingane. 



attacked. Not going in them ends up with you being attacked. As you can 
see, the game is out to get you. 

As you adventure away, various clues are uncovered as to the fate of the 
town. A young girl called Ecstatica was dabbling in witchcraft. Unfortuna¬ 
tely, it went wrong and now, stuck in a deep sleep, her nightmares are com¬ 
ing alive and killing the townsfolk in quite gruesome ways. As the hero, you 
must wake her and save the town. 

To do this you change form (into frog and weasel) and occupation (from 
fighter to magician). You can carry only two objects, one in each hand. The 
idea of having menus and other things cluttering the screen was bound to 
destroy the suspended disbelief the game was generating so the develop¬ 
ers decided to keep it simple. These include weapons, books, keys and, due 

to a slight development problem 
at the time, small pigs. Armour is 
also available but not worth 
wearing because it slows down 
the character. 

Androw Sponcor, tho ohy and 
hesitant programmer whose pre¬ 
vious credits include Internation¬ 
al Soccer and Basketball for the 
Commodore 64, has had the 
idea for Ecstatica for nearly 10 
years. The past five of these have 
been dedicated to the develop¬ 
ment of the tools. Having 
watched several games of the 
same ilk come along in recent 
years, he still feels confident in 
his and Alain’s work. 

“Others have been good as far as they have gone. It seems to me that 
there is a huge potential for this kind of game. There are very little restrictions 
on how far you can take it," Andrew says. 

“Once we have the technology to do the same to the currently still back¬ 
grounds, we will have animated characters moving in a world. It’s not first- 
person perspective, but it could become that as well. 

“I don’t consider it a genre but a general way of playing a game. It’s a flex¬ 
ible way to represent action.’’ 

He has tried to come up with a general purpose engine that can be used 
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for a multitude of settings, not fanta¬ 
sy or future. The game is an example 
of how his system can be used. 

For a year he worked exclusively 
on pre-rendered body images and 
the result of this experimentation 
was the ellipsoid bodies. The main 
benefit of the ellipses was the speed 
value. You can make an arm out of 
one, but to do the same in triangles 
could take at least eight. They also 
gave an organic look which was his 
objective - people, not machines. 
But he stresses that there is a lot 
more to the system than the result¬ 
ing ellipsoid technology. 

French-born (and speaking), 
Alain Maindron came up with the 
plot for the game. When Andrew had 
designed the engine he didn't have a 
game idea but meeting Alain through 
a mutual friend soon got Ecstatica 
back on track. Alain was an anima¬ 
tor who knew nothing about com¬ 
puter games and watched far too 
much Japanese animation, a combi¬ 
nation which brought a totally fresh 
and original idea to the stagnant 
computer market. 

“I just thought of what would be 
nice to play like this on computer,” 
Alain said. 

“I had this idea for a feeling you 
could get, then the story came after 
that. You have to hide.” 

Which is almost in direct contrast 
with most games these days. 

“As Andrew says, you are hunted 
through the game rather than being 
the hunter. We have a lot of tension, 
and it is safer to hide than fight 
because you don’t know what will 


happen to you. Hitting everything, 
getting a key and opening a door is 
boring. 

“Depending what you do with our 
characters, you can have some sort 
of conversation where you can get 
information about the plot. I like 
things like Akira, that have nice sto¬ 
ries. They are not just for children 
and anybody can watch them and 
enjoy it. There is something very 
special about that.” 

And now that Alain has found a 
way into the industry, he seems fair¬ 
ly happy continuing to find that com¬ 
puter animation is easier than 
conventional animation. 

Andrew sees, rather ambitiously, 
the interactive entertainment market 
as the main form of entertainment in 
the future, pushing films to the side¬ 
line. He believes that we are current¬ 
ly scratching the surface of what can 
be done. Soon the technology 


around will be less of a restriction, 
but still it will be a long time before 
people learn the best ways of using 
the available technology. Just look¬ 
ing at films since the introduction of 
sound - it has taken years to build up 
the tools that are required to make 
films that we see today and they 
have always stuck with their original 
goal of telling stories. The same will 
happen with games. 

“Whole new tools have to be 
developed to entertain people in an 
interactive way. I don’t think two 
people can continue to make big 
games,” Andrew said. And if Ecstat¬ 
ica makes it to the big time, then the 
boys will be setting up a studio with 
more people and pushing the 
boundaries of what games can do. 

But the size of the team may have 
to change, especially since other big 
production houses have teams 
numbering more than 20 these days. 


But even if, as Alain jokes, it would 
be much easier with 20 people, they 
generally agree that ideas are easily 
lost or squashed in the huge teams 
among other people’s suggestions. 

And any large team needs strong 
direction, something which neither 
Alain or Andrew feel they could have 
offered during the development of 
Ecstatica. 

“It would be hard for us because 
we are discovering things as we go. 
So if there were more people we 
would have confusion. And I don’t 
know what 20 people would do,” 
said Alain. 

The game is for an older, mature 
audience. Alain’s world is a horrific 
fairytale (much like they used to be 
before the Americans got to them) 
and has turned Andrew’s 
cute characters into 
threatening, menacing 
creatures who are unbe¬ 
lievably violent and evil. 
The idea of survival relying 
on hiding and avoiding 
trouble Father than hitting 
everything you come 
across is an adult concept. 

The actual content of 
the game and themes lying 
within it (there are naked 
women dancing around 
with flutes and mauled 
bodies nailed upside down 
to crosses) make sure that 
this will have a classified 
rating of over 18, if it is not 
banned outright. So the 
game is aimed at adults 
who are not well known for 
their playing skills. 

“That’s why we have 
made it relatively easy,” says 
Andrew. “It isn’t too hard to find out 
what you are meant to be doing, it 
pretty much tells you, but the fun is 
derived from going through the 
actions." 

For those who want value for 
money, Andrew guarantees that 
there are many hours of entertain¬ 
ment in this game. Similar games 
that have gone before have left him 
bored after 10 minutes, but with this 
he feels that, even when the game is 
finished, there will always be things 
you can experience in the virtual 
world. And because it is not a puzzle 
game, once you do solve it, there is 
still plenty to experience. 

According to Andrew, it is about 
the experience of the game rather 
than the technology or the story. It is 
a new world which can be explored 
and survived in. It offers the imagina¬ 
tion a new place to visits 
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REVIEW SNES VS MD 




W ell, both versions of the 
arcade classic have arrived in 
the shops. Now all we have to do is 
specify which one is better. I know 
that a couple of people thought I was 
way off by saying the SNES version 
was better than the Mega Drive ver¬ 
sion with Mortal Kombat II, but the 
truth remains - IT IS! 

Now that I’ve got that off my 
chest, I will continue by saying that 
Super Street Fighter II is a lot harder 
to compare than Mortal Kombat II. 
Both systems have good and bad 


points, so in an attempt to go 
through each game, I’ve broken 
them down into different sections: 
Titles, levels, graphics, speed, 
sound and gameplay. 

First of all, the title screens. Both 
games have very similar title pages 
indeed, and as far as graphics go, 
they are basically identical. 

But the one thing Mega Drive has 
over SNES is the music for this part 
of the game. The Mega Drive ver¬ 
sion’s sound for the title screens is a 
lot bottor than that of tho SNES 
because it is not overbearingly 
monotone. The Mega Drive has a 
more natural sound, and doesn’t 
hold the same note for too long like 
the SNES version does. The note 
that's held on the SNES version has 


been unanimously confirmed as 
annoying. 

Next come the different levels you 
can play through. The graphics for 
the backgrounds are heaps, heaps, 
heaps better on the SNES than on 
the Mega Drive. Not only does it look 
a lot smoother and clearer on the 
SNES, it also has a lot more depth 
than the Mega Drive version, which 
is an added bonus. 

Each level is well represented on 
both systems. The truth of the 
matter io tho Mega Drivo vorcion io 
blocky, dull and grainy when com¬ 
pared with the SNES. 

The graphics on both are excell¬ 
ent, each system offering a little 
more in different areas. The SNES 
version has clearer, cleaner graphics 



(especially when looking at the char¬ 
acter select screen) for characters, 
but the characters on the Mega 
Drive are bigger. The reason is the 
SNES has huge borders on the top 
and bottom of the screen, and the 
Mega Drive only has small borders, 
making the characters appear big¬ 
ger than those on the SNES. 

So the choice really is quantity or 
quality. Both will keep you happy as 
far as graphics go. 

Now as far as speed (no, not the 
movie) is concerned, the Mega Drive 
has one more turbo star than the 
SNES. The catch is the four stars on 
the Mega Drive only equal the sec¬ 
ond star on the SNES version, mak¬ 
ing the SNES kick butt on the Mega 
Drive version as far as speed goes. 

Sound is a bit tricky because the 
SNES has heaps better sound than 
the Mega Drive, but it doesn’t have 
all the vital sounds in it. The Mega 
Drive version (as shockingly bad as it 
sounds), contains all the digitised 
speech, yet the SNES version, which 
coundc a wholo hoap better, micooo 
key speech like 'Round one’, ‘Fight’, 
and ‘Perfect’ which is pretty bad 
when you consider it. 

The thing about the SNES version 
is that the sounds of the people you 
destroy, like, say, Dee Jay when you 
knock him out, are echoed as in the 
arcade game. The Mega Drive ver¬ 
sion attempts this but it doesn’t 
work. Still, at least when you get a 
‘perfect’, you know it! 

Gameplay on both systems is 
decent, but it is too close for a unan¬ 
imous decision, I suggest the SNES 
would creep past here, though. 

Weighing up all these factors, it 
seems the SNES version wins once 
again. But to keep the other guys 
happy, the Mega Drive is still very 
good - just not as good overall. ★ 
Tim 
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SECOND OPINION 

This is a big game. You could 
devote your life to the task, and 
never even learn the rules. Now I 
understand that this might appeal to 
some, but really! Whatever hap¬ 
pened to elegance and simplicity? 
How many different spells can you 
cast in Tetris, I ask you? 

No doubt there are great puzzles 
to be sSolved, monsters to be over¬ 


come, and an entire world to be 
conquered before you finish this 
game, but the sprites are tiddly and 
the action is dull, so that 90 hours of 


gameplay (so the manual says!) 
sounds just a little too long. 

The Professor 

OVERALL: 65% 


OVERALL: 92% 


Mana - magnificent! 


REVIEW SNES 
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G ather round young urchins, you born and was set to take over the 
Elves, Hobbits and other folk of RPG throne, ruling fairly and allowing 
fantasy land and I will tell you a tale, all equality and freedom. 

There once was this big, bad evil I cannot tell you who won, little 
bully on the SNES called Zelda, and forest nymphs, because the conflict 
it thought it could rule the RPG gam- is still to be fought on your SNES 
ing universe. ^ ____________ ___ 

other 

RPG carts that came before 
it, abusing them, defeating 
them easily with its excellent 

Zelda 

was a big bully that needed 
of 
knew 
enough cart to 

stand up to this menace. ' Jjf 

But then 


out of the 
forests, from the wizards of 
Squaresoft, a progeny was created. 
There was rejoicing because it was 
felt that the evil domination of Zelda 
was over. 

The Secret of Mana had been 


console. But I will tell you about 
Mana so that you can be prepared 
for the struggle, and then you can 
decide for yourselves. 

Well, after such an indulgently 


FINAL VERDICT 

PRICE: 

$79.95 

NO. PLAYERS: 

1,2 or 3 

GAMEPLAY: 

85 

GRAPHICS: 

90 

SOUND: 

96 

ADDICTION: 

89 
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FINAL VERDICT 


NO. PLAYERS 1 or 2 


OVERALL: 79% 

i Go ahead. Bake my clay! 


PRICE 


TBA 


GAMEPLAY: 


GRAPHICS: 


SOUND: 


ADDICTION: 


game s longevity. 

Sampled speech comes at you 
from all directions, adding to your 
enjoyment of the game. 

While flashy gimmicks, like the 
sound, increase the overall feel of 
C2, yStyve got to have longevity. 
And., that’s a factor that is missing 
, here. I completed the game with 
ease in just one afternoon. 

But the two player and tourna¬ 
ment options offer hours of play and 
even Jthe mighty SRI suffereditom 
the same complaint. 

In the final analysis, C2 doesn't 
have the long term draw of SSFII or 
MKII, and doesn’t ask much you 

i 




GQQGOQ 


Vs 




GOO GOO 

BLOB 








Blob can change Into 
hammers, boots and saws. 

FROSTY 

This chap changes into a snow¬ 
ball to cool off his opponents. 

GOO GOO 

Baby vomit and rattles are part of 
his arsenal. 

HOPPY 

This psycho bunny hurls carrots 
like grenades. 

KANGOO 

Enjoys punching his enemy’s 
lights out. True fists of fury! 

NANA 

Throws bananas that could take 
the head off an elephant. 

ocro 

His star spin is a great finish. 

TINY 

Lumbers around like a lost sumo. 




■M. /o j ’CJT 

m-v 




em ups, such as SSFII 
and Mortal Kombat II 
need not worry, as C2’s . \. 
gameplay is not in the 
same class. 

The animation, 
which seemed so spe¬ 
cial in the original, now —■ 

appears to lack frames, resulting in 
jerky movements and a loss of real¬ 
ism. Special moves are easy to pull 
off, but look clumsy. However, there 
are more moves to master than in 
the first game, and this adds to the 


SECOND OPINION 

Clayfighter was really a one shot 
fluke, and C2 proves it. There is 
now no originality and the ’clayma- 
tion’ techniques are old hat. True, 


the graphics look good, but they 
are awkwardly animated and none 
of the new characters are as inter¬ 
esting as the first bunch. What we 
have here is a sad collection of 


MW*****/ yjtf 

" 3BB 


when it comes to tactics and strate¬ 
gy. It’s an amusing beat ’em up, a 
well-programmed game, but not top 
class. Worth a look if you are into the 
zany humour of the original game> 
Keith 


multi-limbed, brightly coloured 
combatants who lack the spark of 
Blue Suede Goo or Bonker. Also, 
most of the speech is now muffled 
and unrecognisable, and the back¬ 
grounds seem to have been 
thrown in at the last minute 
because they are drab and boring 
to look at. Clayfighter will be 
remembered as the SNES’s most 
bizarre beat ’em up. C2, I’d rather 
forget. 

Damien 

OVERALL: 70% 


i 


T he incredibly strange Clayfighter 
managed to gain quite a follow¬ 
ing last year, impressing everyone 
with its flowing ‘claymation* anima¬ 
tion techniques and brilliant sampled 
effects. Now the sequel is here with 
more of the same, so what can be 
made from this clay? 

Out of the eight characters on 
offer, three are very familiar. For 
some reason the programmers 


decided to reinstate the most 
unpopular characters: Frosty, Blob 
and Tiny. Everyone knows Blue 

Suede Goo was the best. 

The new faces - Nana, Octo, Goo 
Goo,w,Hoppy and Kangoo - follow 
the Clayficjhter tradition of having 
strong personalities that vary 
enough to create a fine blend of 
fighting styjeS. 

However, the more capable beat 
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shoot/beat 'em up affair in which 
Ren & Stimpy collect Gritty Kitty 
tokens, 47 million of which are need¬ 
ed to claim a free time machine. 

You can play as either the manic- 
depressed chihuahua, Ren, or the 


lard-assed pussycat, Stimpy. Or if 
you can find a suitable friend who 
isn’t easily offended, then you can 
pair up as a team. 

Both characters have their own 
moves. Ren uses his paws to biff 


enemies, whereas 
Stimpy opts for the 
vomit-inducing 
method of spewing fur 
balls to pick off his 
foes from a distance - 
gah! 

The best thing 
about Time Warp is 
the way the action is 
constantly changing. 
The first few levels 
involve plodding 
around hazardous 
streets looking for 
tokens, then when you’ve bagged 
the lot (easier than it sounds!), it’s off 
for a spin in your flashy new fuel- 
injected top-of-the-range time 
machine for some Lawnmower 
Man-type Mode 7 trickery. 

As a game, Time Warp appears a 
complete mish-mash of styles ran¬ 
domly bunged together and tied up 
with a licence. But there’s more to it 
than that - much more. 

The graphics are carbon copies 
of the cartoon, right down to the 
hilarious mannerisms and anima¬ 
tions. The sound is also faithful, with 
excellent samples and tunes, 
although I could only handle so 
many screams and gut-wrenching 
effects before the volume knob was 
ripped off. 

If you like the cartoon then Time 
Warp is a must. It’s booming with 
style, humour and addictiveness, 
but if you don’t regularly tune in to 
their zany exploits, then this will 
prove to be ultimately annoying. ★ 
Ryan 


Y ou are now entering the fractal 
zone. A world where even/thing 
normal is abnormal, and ‘serious’ is 
a word that can only be found in the 
Oxford Dictionary of bizarre loony 
sayings! So, leave your sanity by the 
door and fasten your seat belt 
because we’re going on a one-way 
trip to potty land! 

'Happy, happy, joy, joy! You filthy 
swine! Hey Man! Buurrrp!’ Ring any 
bells? Yes folks, it’s time once again 
for television’s most grotesque dog 
and cat coupling to grab the gaming 
market by the gonads and hit us with 
another wacky adventure. 

Following on from Veediots, Time 
Warp is basically a scrolling platform 





SECOND OPINION 

Not a fan of the cartoons (give me 
The Simpsons and Beavis & 
Butthead any time), I came to Ren 


& Stimpy wondering what the hell 
the 'You filthy swine' sample was 
all about. It made me want to throw 
the cart out of the window after 10 


minutes. The graphics in this game 
are really good, but there is defi¬ 
nitely something wrong with the 
controls, because the angle of the 
screen makes it hard to judge 
where you are in relation to your 
enemies. This means fighting the 
bosses is very tough, indeed. Not 
bad, but not good. 

Damien 

OVERALL: 75% 


FINAL VERDICT 


PRICE: 

$82.50 

NO. PLAYERS: 

1 or 2 

GAMEPLAY: 

78 

GRAPHICS: 

86 

SOUND: 

84 

ADDICTION; 

77 

OVERALL: 

80% 


Happy, happy, joy, joy! 




















OVERALL: 80% 


Now, onto the gameplay. With 
the large number of allies you will 
meet during the quest, plenty of 
objects to find, spells to cast and 
opponents to slice into delicate fil¬ 
lets, Shining Force II has all of the 
elements of a quality RPG. The visu¬ 
als are also quite reasonable 
(although not nearly as good as 
Mana on the SNES), and the sound 
is passable, although again, I prefer 
the ambient washes of Mana to the 
more synth-oriented feel of this. 

But perhaps I should be a little 
fairer and compare it with the origi¬ 
nal Shining Force, as Force II looks 
really good compared with its pre¬ 
decessor - and so it should, consid¬ 
ering its memory has been beefed 
up to 16M. 


So, those of you who want a 
break from reality might want to 
check this one, as it is a playable 
addition to the MD RPG family. 
Steve 


W&lc.omo* 
Your tl&sirti 


cover this rather well-trampled 
ground with a fair degree of flair. 

Plug this baby into your black 
box and you will be impressed. But 
you will have to be reasonably 
patient as there is an intro sequence 
which even Francis Ford Coppolla 
would bo proud of, ao it gooo for 
over 10 minutes. Still, at least at the 
end of it all you know who you are 
and all that. 

This intriguing title places you in 
command of a small group of ado¬ 


FINAL VERDICT 

PRICE 

$109.95 

NO. PLAYERS 

1 

GAMEPLAY 

87 

GRAPHICS 

81 

SOUND 

79 

ADDICTION 

83 



lescent adventurers, and sets you a 
series of tasks which usually involve 
beating up dungeon denizens and 
other evil entities who threaten the 
innocent inhabitants of your fair land 
(known as Rune). You are guided in 
this quest by the bumbling wizard 
Astral who is still brilliant in his adept 
use of magic, but somewhat lacking 
in the cognitive faculties that would 
enable him to get to the bottom of 
the evil menace alone. Thus, your 
role is as an ‘emissary with attitude' 
who reports to Astral, but otherwise 
roams about in search of new chal¬ 
lenges and foes to dispose of. 


SECOND OPINION 

I’m a great fan of RPGs, espe¬ 
cially when they’re of the Manga 
fantasy adventure genre. With 
this biased view in mind, I 
plugged into Nirvana (as the 
music in this game can send you 
mad as hell - yep, I’m talking 
Satan himself) and got stuck into 
Shining Force II, but with some 
disappointing results. 

Even with good interaction 
and the usual witty chit-chat, 
there’s a major drawback in the 
battle sequences. Not that 


they’re difficult; I just found them 
tedious, as they’re the same, 
over and over again. Sure, you 
get to use magic, earn experi¬ 
ence points, find pieces of gold, 
and you need a good strategy, 
but they just take too long. 

On top of that, if Jana - the 
boy with the mother of all axes, 
who’s also the best warrior - gets 
killed, you need to fork out 90 
gold coins to get him back! 
Ripped off or what? 

PlaNeT 

OVERALL: 78% 


68 
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SECOND OPINION 

Well bugger me with a burrito. 
Seems adventure veteran Harry 
Snr has been swallowed up by the 
ancient Mayan jungle and only 
Harry Jnr can save his mortal soul. 
Call me wacko, but I love the 
jungle. All that thick ochre mud 
smeared down to a damp loin 
cloth, the rich tapestry of drums 
and toucans swirling in my dizzy 
head . . . (Cue native chants, lion 
roar and repetitive drum beats). 

Pitfall 2 offers a welcome variety 
in offensive, thwacking gear and 



O ne of my classic favourite 
games of all time would have to 
be the Atari 2600 version of Pitfall. I 
know what you're all saying - look at 
the graphics, look at the sound (hey, 
how can you look at the sound), you 
call this a game? I know, I know. But 
the truth of the matter is, if it wasn't 
for the original ground-breaking 
games like Pitfall, we wouldn’t be 
where we are today. 

One hundred years later (well it 
feels like it!), Pitfall the Mayan Adven¬ 
ture has been released on both 
SNES and Mega Drive, and the 
news is very good! 

Both have startling graphics that 
just blow the mind away; both have 
totally-in-your-face sound, and both 
versions kick butt as far as platform 
games go. 

The story’s simple. Your dad, 
Harry Pitfall, an Indiana Jones type of 
character and the original character 
from Pitfall Atari 2600, is kidnapped 
by some evil spirit and you, Harry Jr, 
have to search the Mayan jungles, 
ruins, caves and heaps of other 
areas, like waterfalls and lost mines, 
to try and find him. 

You have loads of weapons to 
choose from to help you get through 
some of those really tough stages, 
such as a sling shot, a boomerang, 
big stones, a sling-whip (that’s really 


a sling-shot, but you can use it as a 
whip as well; let’s just say it’s a multi¬ 
purpose sling-shot, good for just 
about any situation). And there are 
heaps of different things to access to 
get through the levels: Bungie jump¬ 
ing off cliffs, riding wild carts in lost 
mines (very Indiana Jones and the 
Temple of Doom, I know), swinging 
off vines, crossing rivers on flying 
foxes, entering secret rooms, finding 
lost treasure and even finding the 
original 2600 game within the new 
one. Now, if that doesn’t keep you 
going, nothing will. 

Scrolling is as smooth as a baby’s 
butt, and the character animation is 


not only near-perfect, but funny as 
well (just try running our hero into a 
wall or into a pit; I won’t tell you what 
happens, but it's well worth a look). 

Gameplay is excellent. The action 
is hot, the feel of the game is totally 
awesome and the sounds are out of 
this world - or should that be deep in 
the jungle? 

A must for ‘95. 

To sum up I’d have to say Pitfall is 
fantastic - Indiana Jones meets 
Tarzan in a rip-roaring, out-of-this- 
world platform/adventure game 
that’s totally HOT! 

Have I convinced you?^ 

Tim 



some nasties that are reasonably 
inventive, but not desperately tax¬ 
ing. The Mega Drive package 
brings overtones of a sophisticated 
Flashback style - the animation 
remaining sqpoth as you swing, 
crawl, climb and bungee your way 
through the foliage. The SNES ver¬ 
sion is also entertaining, if not 
somewhat slower amid a passable 
colour spectrum. 

Platform mazes do come with 
their fair share of frustration, 
though. In Pitfall 2, you’ll just have 
to clench your buttocks and take 


joy in some slick animation and a 
strong jungle motif. 

Fletch 

OVERALL: 78% 
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FINAL VERDICT 

PRICE: _ $99.95 

PLAYERS: 1 


GAMEPLAY: 

91 

GRAPHICS: 

91 

SOUND: 

91 

ADDICTION: 

91 

OVERALL: 

91% 

Out of this world adventure. 

L._ 

_ A 


FEBRUARY 1995 


AO 

















REVIEW MEGA DRIVE 




FINAL VERDICT 

PRICE: SI 00 


NO. PLAYERS: 1 to 4 


GAMEPLAY: 79% 

GRAPHICS: 69% 


SOUND: _ 80% 

t ADDICTION: 76% 

OVERALL: 74% 

True to form, there's 
stacks of game-building 
options and endless 
player stats to satisfy 
basketball junkies. The 
overall feel, however, is a 
little clinical. Purists will dig 
it. meatheads will eat it. 


e asketball is like the last wedge 
of pizza. Nothing tastes better, 
but nothing stings more than 
watching some other mongrel eat 
it. Winning is everything. 

Thus, in the interests of turning 
your crusty old living room into a 
thumping stadium, EA Sports has 
made some technical improve¬ 
ments to their previous NBA titles 
and delivered NBA Live ‘95. In this 
latest on-court wrangle you’ll find 
new passing-on-the-run and turbo 
features, controllable dunks and 
alley-oops, a stack of offensive 
plays and more stats than an O.J. 
Simpson police file. 

These, however, are side dish¬ 
es. Two elements scream out 
in NBA Live ‘95 and set it apart 
from other excursions onto the 
pine floor. 

The first is the incredible variety 
packed into the pre-game menus. 
Virtually every aspect of NBA Live 
‘95 can be tweeked to your per¬ 
sonal satisfaction. Choices range 
from exhibition matches to full 
season competition. Play non¬ 
stop arcade style or go for simula¬ 
tion roalism. Sot your own quarter 
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Harper 

Guard 


, ; . . OlAJUWON 4 

/ CENTER 1 J|\ 

10 POINTS 6 

0 REBOUNDS 2 

5 ASSISTS 0 


STFAIS 

Blocks 
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lengths and entire match rules. 
Custom build a squad from all 
27 NBA teams, trade players, 
review offensive plays and even 
strike a player/computer balance 
on shot control! Chuck in a four- 
player option and you can lord it 
over a 16M universe of profession¬ 
al rubber freaks. 

The second striking develop¬ 
ment in this game will attract con¬ 
troversy among ball hounds. NBA 
Live ‘95 is played from an unusual 
30-degree perspective . . . kinda 
like putting you high in row 47 and 
slightly off centre. This gives a 
wider view of the game, ideal for 
strategists but not much chop for 
those who like it close and rough. 
This opens up the court and deliv¬ 
ers highly manoeuvrable players, 
stretched tall and thin like the end 
of a spaghetti western. In effect, 
we’re talkin’ class, not arse. No 
sweat. No grunts. Lots of high 
response position play. 

I guess it’s all a question of what 
rings ya bell. NBA Live ‘95 gives 
plenty of faithful reproduction, but 
you’ll go hungry on the glitz. ★ 
Fletch 




SECOND OPINION 



- NBA;Liva '95;is':a go 











OVERALL: 87% 







REVIEW ARCADE 




l^|#hen Planet told me we were 
WW reviewing Virtua Fighter 2, my 
big pants suddenly seemed a little 
smaller. Virtua Fighter was a break¬ 
through in fighting games and has 
now become a benchmark. With 
boots as big as Jordan's to fill, I’m 
very glad to report, Virtua Fighter 2 
is a worthy sequel. 



In VF 2, all our favourite buddies 
of biff are back and they’re all look¬ 
ing a lot healthier. They move more 
smoothly, they’re faster, their heads 
look less like Kryton from Red Dwarf 
and most of them are now more 
believable than the cast of Home 
and Away. Two new fighters join the 
team; Lion Rafale, a young poncey 
looking dude (who’s a bit of a girl) 
and Shun Di, an old baldy fella who 
I believe is actually Santa (well hell, 



m i 


what do you think he does for the 
rest of the year? Sit on an ice block 
at the North Pole nurturing his 
haemorrhoids?). Shun and I hit it off 
immediately. His style of fighting is 


an ancient Chinese drunken style 
and between his staggering moves 
he swigs from a flask that hangs 
from his belt. Now this might not 
sound like a particularly clever way 
to take on big nasty dudes like Jef¬ 
fry and Lau Chan but, piss-pots or 
not, Santa and I kicked PlaNeT’s 
butt from one side of Timezone to 
the other (although it was before 
she’d had any coffee). 

Not content with just dazzling us 
with the brilliance of Santa’s drunk¬ 
en brawling, Sega has added back¬ 
ground graphics that make the 
average travel brochure look like the 
slides from your boring aunt’s holi¬ 
day to New Zealand in 1979. The 
sound, too, is greatly improved, with 
cool speech samples (Sarah: “Bet¬ 
ter run home to Mama now!”) and at 
Timezone in George Street Sydney 
they’ve got it cranked up as loud as 
a Hole gig. (We love it!) 



If you dig fighting games and you 
haven’t played Virtua Fighter 2 yet, 
you’re missing out big time. Get a 
part-time job, defraud Social Secu¬ 
rity, sell body parts to the nearest 
hospital if you have to, but play this 
game now!:* 

MarsHeaD 


GAMESTAR wishes to thank 

for access to this game 



SECOND OPINION 

Q. In which game do you get to 
sit down and beat the living day 
lights outta Amos in the privacy 
of your own home? 

A. Virtua Fighter on the 
Saturn. 

Q. In which game do you get 
to sit down and beat the living 
day lights outta MarsHeaD in 
public and yet he’ll still come 
back for more? 


A. Virtua Fighter 2 at Time- 
Zone! 

I love this game. I love Pai and 
Akira and Sarah. It spanks better 
than the first one and so much 
faster and smoother, as well. 
Also, when you’re in one player 
mode, three wins out of five now. 
So you get to well and truly kick 
butt to your heart’s content! 
PlaNeT 

OVERALL: 96% 
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FINAL VERDICT 1 


PRICE: 


$1/play 


I the cooler babes but I think the 
I babe-o-meter has just let me down 
j big time. In the babe stakes, Dragon 
I Ball Z has got No. 18. She’s cute 
I alright and she’s pretty BAD but she 
ain't no Cammy. Sarah and Pai 
aren’t quite as cute No. 18 but this 
month there is only one game you 
should be playing - Virtua Fighter 2! 
MarsHeaD 
OVERALL: 70% 
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ADDICTION: 


OVERALL: 


NO. PLAYERS: 


GAMEPLAY: 


GRAPHICS: 


SOUND: 


1 or 2 


Freeze your brains and 
motorise your fingers, I don’t 
know what this game needs, 
and I’m not hanging ‘round it tc 
find out! 


SECOND OPINION 

With so many fighting games around 
these days, it’s becoming more and 
more difficult to work out which ones 


are worth blowing your bucks on 
and which ones are better left to 
breed cockroaches in. I’ve been 
judging them lately by which have 


nitwit*? L_l 


/ : i i ■* 


Y ep, so Mars tells me rr T" 
all the time: it sucks j V $ 
to be me . . . and guess 
what? He’s got it right 
this time, it sucks to be 
the person who has to 
write 300 words on this 
game. DragonBall Z 2 - 
Super Battle is not quite 
the ‘super’ or the ‘battle’ 
that you’d expect it to 
be. I love manga and 
there’s no doubt about 
the graphics appeal of 
the game. But the actual 
moves left me dryer than 
the Canadian Kilted k 

Yaksmen’s carcasses. \ 

Okay, you can be 
your fave characters 
from Zed - there’s Goku, 

Gohan. Vegeta and 
Trunks. In total, thv re are ' 

10 characters to c l loose 
from. The aliens are 
named Piccolo, Cell, No 18, No 16 
and No 20. (Mmm, reckon the guys 
at Ban Presto had a visit from the 
brain suckers). 

There’s one thing good about this 
game, and that is it’s super speedy 
and the special moves are similar to 
those pf Street Fighter. 

All in all, the minuses lie in the fact 
that you seem to be constantly 
stumbling across all these special 
moves even without trying for them. 


on Virtua Fighter 2, instead. 

Or if you're in Hong Kong 
at any time in the near future, 
check out the Dragon Ball Z 
TV series, it’s hip and groovy 
and it screens at midnight. ★ 
PlaNeT 


Or you try too hard and nothing 
happens. Tell you what, though, for 
$1 a play, it’s worth a go for the Zed 
fans. Otherwise, save up your 
money and have a real fighting game 


GAME STAR wishes to thank 

for access to this game 





















KILLING MOON 


B rilliant graphics! Mind boggling 
intrigue! Sensational sound 
effects! Intuitively programmed! 

It’s definitely time to start leafing 
through my trusty dictionary for a 
few new superlatives, as this game 
deserves as many as I can throw at 
it. Yep, this is really one leviathan of 
exceptional playability. Under a 
Killing Moon is one of those rare 
things which will magically enter your 
brain and become a part of your psy¬ 
che without you being able to do a 
damn thing about it. 

Now, as you have noticed from 
the lovingly hand-crafted screen 
shots that adorn this page, Moon is 
nothing short of splendiferous from 


an ocular perspective, but imagine 
all of this intensified to the point of 
seismic distortion. Moon features a 
masterful blend of real-time generat¬ 
ed graphics environments, with pre¬ 
filmed, full-motion video sequences 
of astounding clarity. The sound, 
too, is amazingly clear and a virtual 


SECOND OPINION 

This really does seem like a major 
step forward in interactive gaming. It 
combines amazing graphics and 
sound with an intuitive interface to 
present a title that is worthy of the 
name ‘interactive movie’. The chro¬ 
ma-key technology used to add in 
backgrounds looks great, allowing 
for an infinite number of stunning 
scenes to be drawn. Don’t believe 


the “Minimum Hardware required: 
386/25 with 4M of RAM” statement 
on the box. This is a giant game. 
Don’t even think about it unless you 


eargasm for those with a decent 
sound card (AWE32 anyone?). 

You play the role of Tex Murphy, 
a bum/private dick (yes, I know the 
opportunity for smut here is almost 
overwhelming), who is down on his 
luck. Tex lives in a post apocalyptic 
world which has seen the ravages of 
nuclear war, yet somehow 
managed to exist beyond 
it. Still, things aren’t all 
bad, as Tex gets himself a 
job sussing out a string of 
robberies, and even chats 
with Margot Kidder (Lois 
Lane from the Superman 
flicks), while becoming 
embroiled in a well-crafted 
plot. The sheer size of 
Moon also means you’re 
in for one hell of a ride, as 
the game is a major mon¬ 
ster at 2.3G (‘gigabytes’ are here!). 

Apart from this there is little to say 
- other than it is sensational value at 
99 bucks. The interface is quite intu¬ 
itive in that you use emotional 
stances to determine your actions, 
and the menu systems, sound, and 
just about everything this game has 
to offer make me look forward to a 
future filled with fantastic video 
games. Yep, with Moon the stan¬ 
dard has been set. C’mon Sierra, 
Origin, Bullfrog and Argonaut - it’s 
your turn to try and impress me!^ 
Steve 


have a double-speed CD-ROM, 8M 
of RAM and a 486/50, 

Natski 

OVERALL: 86% 


FINAL VERDICT } 

PRICE: 

$99 

NO. PLAYERS: 

1 

GAMEPLAY: 

96 

GRAPHICS: 

98 

SOUND: 

94 

ADDICTION: 

95 

OVERALL: 

96% 

Insert your own insanely 
overblown collection of 
superlatives here . .. 
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Choose a realistic scenario or a 
randomly generated map. 


he revolution will not be 
colonized! That’s the 
feeling I came away 
with after failing to be 
pumped by this game, the latest 
from Sid 'the master’ Meier. Meier, 
responsible for Civilization, Rail¬ 
road Tycoon and F-19 Stealth 
Fighter, has positioned his new 
one as being a little like a cross 
between Civilization and Railroad 
Tycoon. Set in the period between 
1500 and 1800, it presents the 
triple challenge of exploring a new 
world, building 
a nation and 
successfully 
declaring 
independence 
from the 
mother coun¬ 
try (and having 
a big fight in 
the process). 

Having 
chosen which 
European 
power (Britain, 
Spain, Holland 
or France) I 
wished to rep¬ 
resent, it was 
up to me to 
set sail. Hur¬ 
rah! Sailing 
west over the 
stormy sea, I 
soon encoun¬ 
tered the New 
World. Land 
ahoy! As in 
Civilization, it 



A 

« 



Well, we should have expected it. 
Sid Meier’s Civilization was one 
of the most successful games 
ever written for the PC, and it was 
only a matter of time before the 
sequel .wandered along. Colo¬ 
nization is a slight variation on the 
theme, in which you lead a band 
of colonists to the New World, 
and endeavour to conquer, trade 
or negotiate your way towards a 
successful nation. 


The interface is slicker, the 
sound is every bit as cheesy, 
the graphics are only a 
slight improvement (which is 
surprising and disappointing), 
but the depth and playability 
of the original concept remain. 
A game for thinkers (beat 'em 
up devotees need not apply), 
and a must for Civilization 
freaks. 


was a matter of constructing a set¬ 
tlement, chatting with the natives 
and exploiting natural resources. 
As in Railroad Tycoon, the devel¬ 
opment of wealth is derived from 
moving raw materials and finished 
goods from one place to another. 
However, unlike these two games, 
there’s an awful lot of tedium 
involved in making progress. Food 
must be provided and the two 
sources of food, corn and fish, 
must be grown or caught by the 
colonists by assigning them to the 
appropriate area. Goods must be 
produced and sent back to Europe 
and sold, which involves producing 
enough surplus food to support 
colonists who can grow cash 
crops. The natives must be offered 
gifts or be traded with, or have their 
land bought. It’s all a little too famil¬ 
iar, a little too awkward, and rather 
pointless. 

Colonization is produced by 
Microprose, a company that has its 
offices in a place in England called 
Chipping Sodbury. Used as a 
phrase, Chipping Sodbury actually 
sums up this game rather well. “It’s 
a bit Chipping Sodbury, dude".^ 
Natski 


PRICE: 

$ 99.95 

NO. PLAYERS: 

1 

GAMEPLAY: 

38 % 

GRAPHICS: 

24 % 

SOUND: 

28 % 

ADDICTION: 

32 % 


A game that has ‘Colon’ in its 
name is surely doomed to 
begin with. 




Use trade, diplomacy, war and social development to acheive your strate¬ 
gies. Explore strange new worlds, meet interesting people . . . and bore 
yourself stupid. 
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4 s far as originality goes, this 
game takes the cake. Not so 
much in the way that the graphics 
are concerned, nor is it the way that 
the sound just echoes through my 
computer, it’s more the fact that 
the storyline is just one you have to 
hear to believe. 

Your name’s Nick Nautilus, an 
underwater secret agent trying to 
stop Dr Riptide, an evil scientist, 
from turning the world into tuna 
with his Tuna-matic’. Dr Riphead 
(sorry, Tide) is now hiding off the 
lovely coast of Australia (I guess we 
are the first to be turned into tuna 
— sucks to be us!!!). Now this 
might sound a little fishy but the 
truth is, for younger players, the 
storyline has great appeal and the 
little dudes get fully into it. 


How the levels (and there are 
24 of them in total) work is simple 
— submarines shoot missiles at 
you, seahorses blow red dots at 
you (as they do), piranhas attack 
the ship by biting it (hey, are there 
any piranhas off the Australian 
coast, and if there are, why would 
they attack metal? Don’t ask me, I 
just work here!). 

To aid you on your adventure is 
Jason. Jason is a very tiny version 
of the sub that you’re in and it’s 
able to fit into all the places that 
are too small for your sub to go. 
So in essence, Jay (as he’s 
affectionately known to his 
friends) comes in very handy for 
those hard to reach areas (gee, 
this sounds like a toothbrush 
commercial). 


iZ/’MCie 



SECOND OPINION 


Dr Riptide is a new bit of share¬ 
ware, so you should be able to 
pick it up from some bulletin 
board, or on a cheap floppy, and 
try before you pay. But if you 
keep using it, you DO have to 
pay the full price of $50. 

The game itself is an under¬ 
water platformer, and not partic¬ 
ularly easy. You guide your sub, 
and another little remote, 
through a series of reefs and 
caverns, picking up treasure 
and power-ups on the way. 


There are also, of course, beast- 
ies and bosses who have taken 
a strong dislike to you. 

The game only runs to about 
3M, so don’t expect any wizz- 
bang graphics. On the other 
hand, the gameplay is quite a 
challenge, despite rather dodgy 
controls. This certainly isn't the 
best shareware platformer 
around, but it might just be 
worth downloading and taking a 


The Professor 
OVERALL: 60% 
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The graphics are Shareware- 
style graphics, meaning that 
they’re simplistic, big and colourful, 
which is not nessecarly a bad thing, 
and the sounds are just basic noises 
that can get annoying but are usu¬ 
ally bearable to the common ear. 

The gameplay is fun (and that’s 
what it’s all about now, isn’t it?) and 
will keep the younger game player 
going for hours. So if you’re into 
aquatic adventures, then give this 
one a look. 

One thing that spoilt the game 
for me was that it came complete 
with a list of level codes. It kills your 
enjoyment when you cant cheats 
Tim 


FINAL VERDICT 



OVERALL: 72% 


Gurgle, gurgle, gurgle. 
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The Fortres 
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Mth a name like The Fortress 
of Dr Radiaki, does this game 
sound like a B-Grade horror movie? 
Well, if it does, that’s because it 
really is a B-Grade computer game. 
Basically it is a 3D fluid-scrolling 
game similar to 
Wolfenstein. 

You play Special 
Agent Banner. Your 
assignment is to track 
down the eccentric 
Japanese household 
appliance magnate, 


The game does have quite a 
humorous outlook, which makes it 
just tolerable, although I found inter¬ 
est lacking at a very early stage. 

There were limited weapons and 
it was very hard to track the projectiles 
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Dr Niko Radiaki. Apparently Dr 
Radiaki has requested one billion 
dollars or he will unleash nuclear 
destruction (or nucrear desluction 
as it’s spelt ‘humorously’ in the 
manual). So, you are sent in alone to 
infiltrate Dr Radiaki’s fortress, with 
the aim to stop Radiaki and put an 
end to his Doomsday Weapon. 

On your journey you will 
oncountor sword-wielding Samurai, 
Ninja warriors, robots with toasters 
for heads and mutant alligators, just 
to name a few of the horrors. 


they fired, as you could not see 
them striking a wall or creature. 

The graphics in Dr Radiaki are all 
rendered in 3D studio, I am not sure 
this is a good thing. Graphics of this 
type would look good on a hi-res 
game, where it’s easy to see clear 
definitions and shapes, but Dr Radi¬ 
aki’s screen resolution means that 
characters in the distance are still 
difficult to interpret. 

With the hunger the game mar¬ 
ket currently has for 3D fluid move¬ 
ment games, I am sure the Dr 
Radiaki will sell heaps, but it may not 
provide the stimulation and enjoy¬ 
ment that you may expect from this 
type of game> 

Dr PC 
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FINAL VERDICT 

PRICE: 

$99.95 

RUHillHHl 

GAMEPLAY: 

44% 

GRAPHICS: 

54% 

SOUND: 

66% 

ADDICTION: 

23% 


OVERALL: 47% 

Another Wolfenstein 
look-alike, but Wolfen¬ 
stein is still better! 


— 

SECOND OPINION 

For reasons completely unknown 
to me this program has been 
attracting favourable reviews 
from some quarters. I loaded it 
up with some anticipation and 
was shocked and upset. It’s the 
worst case of hype-over-content 
that I’ve ever seen. The silly plot 
leads into stunningly mediocre 
gameplay. Some of the figures 
appear to be badly video- 
grabbed, others are animated. 

_ 


\ 

Movement is average, colour co- ■ 
ordination is appaling, design is 
sub-standard. There's no sense 
of the environments being real, 
and none of the buildings are 
plausible in their architectural 
design or layout. The speech is 
so garbled it’s virtually impossible 
to understand and the effects 
are, at best, competent and, at 
worst, crap. Prize buttocks: Moo! 
Natski 

OVERALL: 18% 
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W ell fellow RPG nerds (oh 
sorry, I meant aficionados)! It 
is time to once again don the goofy 
armour, whip out your favourite 
medieval bringer of destruction, and 
venture forth into the world of char¬ 
acters with bizarre and unpro¬ 
nounceable names, as we suss out 
the Dark Sun ultraverse again in the 
sequel to the first instalment - Dark 
Sun II: Wake of the Ravager. 

The deal with this one is quite 
simple. You and a few of your loyal, 
and rather deformed, companions 
(any creature called a Mul has to be 
a bit weird!) are out to right wrongs, 
flex muscles, and track down an 
assortment of magic jewellery in the 
name of overcoming evil. Dark Sun 
II drops you in the middle of the 
notorious Athas milieu yet again, 
and this is both a good and a bad 
thing. Good, because gamers who 
have already played the first instal¬ 


ment will feel to some extent pre¬ 
pared, but bad because gamers 
with a lust for the innovative might 
be expecting a little more in the 'cre¬ 
ativity* department than the few rel¬ 
atively minor tweaks on offer. 

To DSH’s credit there are some 
new bits in the way of spell combat, 
psionics (mind control!) and a 
meaner menagerie of monsters, but 
I still wish there was just a little bit 
more, as this game feels like it is too 
heavily indebted to the original. The 
CD version is significantly enhanced 
when compared to the floppy, with 
some decent speech (although not 
enough for my liking) and additional 
cinematics. 

There isn’t too much time for idle 
thought at the start of DSII as you 
are to immediately witness an 
assassination and then set upon by 
a horde of thugs with serious per¬ 
sonal hygiene problems. Once you 
have let their flesh feel 
the bite of cold steel, 
and fumigated your¬ 
selves afterwards you 
discover that, pre¬ 
dictably, all is not well in 
Athas and, even more 
predictably, it is up to 
you to sort out the mess. 

But gamers who are 
into the genre may suf¬ 
fer from the 'been there 





done that* feeling that washed over 
me when I started to come to grips 
with the DS milieu and its denizens. 
However in DS’s defence there is 
quite a strong sense of storyline, 
and this is really a game which initi¬ 
ates to the genre of RPG hack and 
slash will love, as it is more user 
friendly than Gary Sweet after a 
couple of drinks.^ 

Steve 


[ FINAL 

VERDICT 

PRICE: 

S99.95 


NO. PLAYERS: 


GAMEPLAY: 

79% 

GRAPHICS: 

69% 

SOUND: 

65% 

ADDICTION: 

70% 

OVERALL: 

73% 

Bog standard, but still worth 
a look. 



— 

SECOND OPINION 

Well, there’s nothing new here, 
but that’s not to dismiss Dark 
Sun II completely. For an RPG 
game of the AD&D kind, this is an 
eminently playable game, featur¬ 
ing a good mix of combat and 
puzzle solving. Spells are your 
best weapon as they can win or 
lose a fight for you. Thank good¬ 
ness you’ve got a couple of 
hundred of them to choose from. 
If you're shopping for a game for 

v _ 


--- \ 

an RPG novice, you couldn’t go 
too wrong here, Dark Sun II is 
dead easy to play and there’s a 
lot of hours of gameplay to be 
had. On the downside, the 
graphics aren’t great. Another 
disappointment is the sound - 
the CD-ROM version promised 
full speech but fails to deliver. All 
in all Dark Sun II is not bad, but 
it’s far from dazzling. 
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Paul Mallinson tries out some of 
the more advanced aircraft of the 
Second World War in a round-up of 
WWIi flight sims for the PC. 


investing your time in one of these 
games, it’d have to be the best of 
the bunch. And this is what 
GAMESTAR’s new regular, the 
Power Test, is here to do. We look 
at Overlord, Pacific Strike, 1942: 
Pacific Air War, Aces of the Pacific 
and Aces Over Europe. 
PRESENTATION 
A difficult one, this. Many people 


would go for Overlord as the top 
dog in this section, purely on the 
strength of its SVGA option. Per¬ 
sonally, I don't know. While the 
cockpit views and cut sequences 
definitely do benefit from the higher 
resolution, the exteriors seem a tad 
too clinical. The polygon aircraft are 
very well defined, but they are also 
far too box-like for my liking. 


T here are many armchair pilots 
out there who are quite content 
to sit behind the controls of an F-16 
or a MiG 29 patrolling the skies of a 
digital land while, at the same time, 
keeping the enemy firmly at arm’s 
length. 

Sophisticated detection sys¬ 
tems and high-powered guided 
missiles ensure that ‘arm’s length’ 
is, more often than not, out of view¬ 
ing range. While I enjoy the odd hi- 
tech dogfight every once in a while, 
the whole concept of modern-day 
air-combat simulators leaves me 
somewhat cold. To be honest, the 
idea of chucking out tons of chaff 
and dozens of flares to dodge an 
unseen enemy seems rather sterile 
to me. Give me a close-quarters, 
white knuckled dogfight in an out¬ 
dated bucket of bolts any day. 
During WWII there were no such 


things as BVR missiles, HUDs or 
Multi Purpose Displays - in tact, in 
most cases, if you wanted to eject, 
you’d have to turn the plane upside 
down before pulling the leverl All a 
pilot had was his prop-driven air¬ 
craft, a bucketful of machine-gun 
ammo and the skies before him. 
Dogfights were intense, and were 
fought within a small area of air¬ 
space, and there was a real danger 



of mid-air collision. These 
are the factors that make 
this kind of combat simula¬ 
tion so exciting. 

Although there are 
many more WWII flight 
sims available on the mar¬ 
ket today, we believe that 
the five featured here are 
the best money can buy. 
The thing is, in all probabil¬ 
ity, if you were thinking of 



Switching back to trusty VGA 
balances things out more evenly 
and speeds the game up to a more 
playable level. 

1942 and Pacific Strike are very 
similar in terms of gameplay, but in 
terms of presentation, 1942 wins 
hands down. Strike, to my mind, 
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happy for months to come. 

Pacific Strike contains a similar 
sort of mission generator but the 
mainstay of the game comes in the 
form of story-based missions. At 
the beginning of a career the pilot 
starts off at a quiet airbase flying 
progressively harder missions until 
they are promoted to higher ranks. 
The consequences of your actions 
(by either success or failure) decide 
how the story unfolds. 

The remaining titles -1942, Aces 
Over Europe and Aces of the Pacif¬ 


appears murky and rough in com¬ 
parison. The strength of MicroProse’s 
effort lies in the care and detail that 
have been lavished on the graphics 
- landscapes are Gouraud-shaded, 
the aircraft are wonderfully textured, 
exterior views are dynamic and 
even the stars ‘smear’ as you 
manoeuvre quickly. Strike, on the 
other hand, does feature more in 
the way of texture-mapping, but 
even this is let down by poor pro¬ 
gramming (fly close to the ground 
and you’ll see what I mean). Both 
Strike and 1942 possess the ubiq¬ 
uitous ‘virtual cockpit’ views, but 
neither comes close to the smart 
Inside Lock as demonstrated to full 
effect in Overlord. 

As you would expect, the two 
Aces titles fall slightly behind the 
texture-mapped excesses of the 
aforementioned trio - not that Aces 
Over Europe (AOE) or Aces of the 
Pacific (AOTP) are bad games 
because of this. Having said that, 
this lack of texturing does help bol¬ 
ster the speed of these games a fair 
bit if played on a 486. AOE does 
have the Gouraud-shaded aircraft 
and an optional in-flight hi-res 
mode, but the ground is extremely 
bare and dull to look at. As a final 
point, on a 386, AOE runs notice¬ 
ably slower than AOTP which, con¬ 
sidering AOTP was out months 
before AOE, seems a bit of a step 
backwards. 

FIGHT MODELS 
How realistically do the aircraft 
react? Is their weight related to the 
movement of the craft or does the 
program allow you to turn on a five 



ic - have both the aforementioned 
features, but 1942 goes the furthest 
by including a comprehensive Mis¬ 
sion Builder. This utility allows mod- 


cent piece? All these aspects of the 
flight simulator are addressed in the 
way that the flight model has been 
constructed. The flight model is the 
part of the program that simulates 
how the aircraft acts in relation to 
forces applied to it. 

To be honest, none of the titles 
featured here have completely con¬ 
vincing flight models - some near 
misses, but nothing perfect. Orig¬ 
in’s Pacific Strike suffers from a 
cumbersome and arcade-like flight 


model. There is little or no inertia 
built into the Pacific Strike flight 
model, making over-correction a 
factor of dogfighting, and weight 
differences seem to have no effect 
on handling - even when carrying a 
500kg bomb the aircraft remain 
agile. Also, the turn radius of the 


more or less the same flight models 
and seem reasonably accurate. 
Again, some of the US craft appear 
to have been over-modified, giving 
them superior speed and handling 
to their real life counterparts. The 
Mustang in particular is rather more 
manoeuvrable than expected. 


ification of all aspects of a mission - 
from Task Force selection (you 
choose the type and number of 
ships in a fleet) and Flight selection 
(type and number of aircraft in a 
flight - plus height, location, head¬ 
ing and orders), to waypoints, 
weather and date. This Mission 


American aircraft has been reduced 
to allow superior (but inaccurate) 
manoeuvring against the Japanese 
fighters. In reality, the Japanese had 


LONGEVITY 

By nature of this particular game 
type there is always an enormous 
amount to see, do and blow up, so 


Builder was the very same utility 
used by the programmers to create 
the in-built missions in the game, so 
covers every aspect of encounter. 


more manoeuvrable planes. Right longevity isn’t really a problem in 1942 also has a Carrier Battle 


sim purists may want to avoid this 
title. 

1942 is also deficient in the iner¬ 
tia stakes - a problem in terms of 
accuracy, but it doesn’t affect the 


any of the titles covered here. All of 
them feature some degree of 
customisation. 

The Control Tower option in 
Overlord allows the player to select 


option which enables the player to 
control every detail of the forces 
chosen - adding an intense strate¬ 
gy element unique to this genre. 

CONCLUSION 


gameplay too much. Fully laden, the 
aircraft do actually feel as though 
they’re carrying something (for 


the aircraft they want to fly, the 
height and position of combat, the 
bombers involved in the combat, 


Deciding a victor, as usual, is very 
difficult. I don’t like Origin’s Pacific 
Strike very much. A combination of 


comparison, try taking off from a 
carrier with and without ordnance). 

Overlord does have a fair degree 
of inertia, resulting in a loss of 
momentum during high G turns. 
Also, an increase in revs doesn’t 
affect airspeed instantaneously, 
which is another accurate feature. 

Both of the Aces games have 


whether they should be escorted, 
and if so, by what. It is limited, but it 
works. The game also takes place 
within a relatively short period of 
time and comes to a close once D- 
Day is initiated. This doesn’t mean 
that the game won’t last for long 
enough - there are more than 
enough missions to keep flight fans 


rough-shod graphics, garish 
colours, poor cockpits and unrealis¬ 
tic flight models assure it a low 
placing. The game does have a fair 
amount going for it, but against this 
competition it just doesn’t stand a 
chance. 

The Aces series, despite its age, 
does manage to put up a fair fight. 




I TO At NINO NO Of 

t THf WON 19 BLINOINO 

J y PHOTS CAM BLACK OUT 

1 y rntnv phots a ot shillip 

S PL Ants CAN COLL tot 
« CP ASH f 9 APf fATAL 

i . SHOOT INC IS PILL) STIC 
s ^ SHIPS WILL iVAOt 
l\y fLICHT NOOU *9 Of ALISTIC 


REVIEW PC 


HBjfanr #- missions and are asked to carry 

/• them out. Constant failures ensure 

r MM the postponement of D-Day and 

V JBH your exclusion from the game. 

If you have the processing 
7^ power, Overlord can be played in 

• stunning SVGA - but for those with- 

* I vfp out, don t be put off because this is 

one hell of a combat sim- 

ulator - The i ewel 

■■ particular crown is an 

incredibly useful 3-D dis- 
play called the Inside 

Lock. This allows the 

player to keep an eye on a 
■ L g&ft l'#\ target while flying the 

'If *jpl plane at the same time - 
and it works superbly. 
This, combined with a 
was a logistical stroke of genius reasonable amount of variety and 
(helped and hindered by the factor depth, makes Overlord one of, if not 
of chance) but it must also be said the, best WWII fliers around, 
that it was one of the biggest and 

most confusing events in the whole PACIFIC STRIKE 
of the Second World War. Basing a h/devei ea/origin 

game around Overlord intrigued me quirements: 486 vga, am ram, 
a great deal, and I wondered how hard drive 
the heck Rowan would pull it off. SoundBlaster, adlib. 

The answer is: they ‘cheated’! roland, pas, joystick 

Basically, Overlord (the game) Origin’s Strike Commander caused 
takes place in the run up to D-Day. a stir when it first came out more 
As an RAF pilot your job is to take on than 18 months ago because of its 
a number of vital sorties in order to incredible graphics and the refresh- 
clear the way for the oncoming ing new facelift it gave to a usually 


Based around the turbulent 
WWII Pacific theatre of combat, 
Pacific Strike dispenses with the 
frivolities of complex flight sims to 
deliver a game that is almost 
arcade-like in feel. A good range of 
historically accurate missions are 
available from the two main game 
options - Campaign and Quickstart 
- and these can be further tailored 
to suit beginners and experienced 
PC fliers alike. Graphically, every¬ 
thing is lavishly texture-mapped 
(from the skies to the planes) and 
there is also a 'virtual cockpit’-type 
view that allows you to look around 
the skies at your leisure. 

There are many Origin-style cut 
sequences (as seen in Strike 
Commander, Privateer and the 
other Wing Commander games) 
that unfurl the story before your very 
eyes, and a basic selection of three 
mission types (ground attack, air- 
to-air and anti-shipping). US Hell¬ 
cats and Corsairs are the staple diet 
of Pacific Strike, but unfortunately, 
there isn’t an option to play the role 
of the Japanese. 


Both games have a lot of depth and 
there will be many of you out there 
that have played and enjoyed these 
games for a long period of time. 
Personally, I still enjoy playing them, 
but they do take a back seat to the 
highest ranked games in this mon¬ 
th's GAMESTAR. Anyone who 
missed out the first time around 
should look out for the forthcoming 
Saga of Aces compilation because 
it contains both titles (plus a few 
others) on the one CD. 

So that leaves us with Overlord 
and 1942 Pacific Air War - both 
stunning games, but for different 
reasons. Firstly, 1942 - a combat 
simulator with superb visuals and a 
great deal of depth. Having played 
the game for weeks on end (and 
enjoyed it tremendously) I still find 
myself dabbling with the Mission 
Builder every once in a while to 
come up with new combat situa¬ 
tions in which to entangle myself. 
This high customisation factor 
ensures that the game remains fun 
to play, even after all the other 
options have been exhausted 
(although even that is unlikely). 

But in the end I chose Overlord 
as my favoured sim, purely because 
the Inside Lock view makes dog¬ 
fighting such a joy. The control 
method does take some getting 
used to, but after some practise, 
you’ll find yourself entranced by the 
frantic action - enabling Split S’s, 
Immelmann Turns and Rolling Scis¬ 
sors manoeuvres to become part of 
your repertoire, and not just 
diagrams in the manual. 

After all, isn’t that what these 
games are all about? 


1942: PACIFIC AIR 
WAR 

PUBL IS) I MICROPROSE 

386SX, VGA, 4M RAM, 

HARD DRIVE 

SI.Ji ALL MAJOR SOUND CARDS. 

MOUSE, JOYSTICK 

MicroProse’s Pacific Air War is a 
direct competitor to EA’s Pacific 
Strike. They both deal with combat- 
over the Pacific Ocean and are both 
based around roughly the same 
time period. 

Unlike Pacific Strike, Pacific Air 
War delves much deeper into the 
complexities of the combat simula¬ 
tor and offers much more in terms of 
customisation. There are six basic 
mission types available (fighter 
sweep, combat air patrol, bomber 
escort, bomb ship, bomb base and 
torpedo ship) and 10 different air¬ 
craft to try out (seven US and three 
Japanese). Playing as either side 
you can fly single missions, you can 
create your own using the Mission 
Builder, you can take a career as a 
regular pilot, or you can control the 
entire fleet by selecting Carrier 
Battle. 

Realism options are user-defin¬ 
able. Blackouts, sun glare, flight 
models and shooting realism are 
just a selection of the available 
options - pilots can even determine 
if target ships evade your best 
efforts to destroy them! Flown mis¬ 
sions are automatically recorded as 


dowdy genre. Unfortunately, Strike 
Commander also caused a stir 
because of the type of machine 
needed to play it on - a 486DX. 
Lesser machines just didn’t want to 
know, and - at a time when 486s 
where relatively rare - there were a 
lot of PC users who could look, but 
definitely could not touch. 

But that isn’t the case now¬ 
adays, and the original Strike 
Commander game engine has 
surfaced in many other guises - 
Pacific Strike being just one of 
them. 


OVERLORD 

PUBLISHER. VIRGIN 

INTERACTIVE 
ENTERTAINMENT/ROWAN 
386 VGA, 

486DX66 SVGA, 4M RAM, HARD DRIVE 
SOUNDBLASTER, ADLIB, 
ROLAND. JOYSTICK, MOUSE 

Having read a lot about D-Day (try 
Overlord by Max Hastings if you 
want the truth), I can’t imagine what 
it would have been like to be there. 
It is true that the whole operation 


invasion. Gun emplacements, radar 
sites, rail links, ports and other tar¬ 
gets are pinpointed as vital to Axis 
operations, and you must knock 
them out. 

From Tangmere airport (your 
base) you and your squadron are 
issued orders about the various 
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FINAL VERDICT 


OVERLORD 


1942: PACIFIC AIR WAR 90% 


ACES OF THE PACIFIC 80% 


ACES OVER EUROPE 77% 


PACIFIC STRIKE 


Dive Bomber. Players can assume a distinct lack of ground details. 
Japanese or American roles in the Despite this, Aces of the Pacific is 
Career option, or they can hone worth considering if you can find a 
their skills in the training/single mis- cheap copy or the compilation, 
sion sections. There are a number 
of historical missions available that 
span the Pacific theatre - from the 
Coral Sea to Midway, and these 
encompass torpedo, bombing, 
patrol, sweep and escort missions. 

If you really want to test your skills, 
there are also a number of leg¬ 
endary aces that have been incor¬ 
porated into the program - fighting 
as their counterparts would in a real 
combat situation. 

Just as in MicroProse’s 1942 
Pacific Air War, there is a powerful 
mission recorder that enables the 
player to watch completed missions 
at a later date, and to jump back 
into the simulation at any point. In 
fact, to be honest, 1942 does 'rip 
off’ a lot of ideas from Aces of the 
Pacific, but I can’t really complain 
because on the whole, 1942 
executes them better. Also worth 
mentioning is the excellent manual 
with tons of photographs and full 
colour diagrams of all the planes. 

Graphically, this game is dated - 
everything is clear and functional, 
but there are relatively few frills and 


FW-190s and the world’s first rock¬ 
et-powered jet fighter, the Me-262. 

Although the variety of missions 
is impressive, they do become 
repetitive. This is a criticism that 
could be levelled at all the games 
featured, but AOE does suffer from 
a lack of excitement - especially in 
the dogfighting department. Maybe 
the lack of a ‘virtual cockpit', or a 
plain and simple overhead view has 
something to do with this? 

The visuals do lack a great deal - 
the aircraft themselves (including 
cockpit and external views) are 
excellent, but the detail on the 
ground is plain, to say the least. The 
flight model is relatively simplistic 
and the aircraft do respond reason¬ 
ably accurately, but nowdays Aces 
Over Europe lacks a little. ★ 


flight films and these can be saved 
to the hard disk for later retrieval. 
These can be re-watched and even 
edited into shorter sequences. 
Further to this, if you are watching a 
recording of an earlier mission, you 
can ‘jump’ into the cockpit and re¬ 
take the controls as, and when ,it 
pleases you. 

Although much of this may 
sound too complex for some, 1942 
Pacific Air War is actually a very 
easy game to get into. It has a 
tremendous amount of graphical 
appeal - if that’s what you’re after - 
but also offers something to get 
your teeth into. 


ACES OVER EUROPE 

PUBLISHElVDSjBfeiDYNAMIX 
REQUIREMENTS 386, VGA, 4M RAM, 

HARD DRIVE 

SUPPORTS MOST SOUND CARDS, 
MOUSE, JOYSTICK, YOKES, PEDALS 

Following on from their successful 
Aces of the Pacific game, Sierra 
released this European addition to 
the Aces saga approximately a year 
ago. AOE uses more or less the 
same game engine as AOTP, so 
anyone familiar with the latter title 
will have no problem with this one. 

At the outset, the player is pre¬ 
sented with a menu screen offering 
a choice of a number of single mis¬ 
sions (for practice mainly), aircraft 
viewing screens and the chance to 
start a career for a new pilot. Any 
time between 1940-45 can be cho¬ 
sen as either an Allied pilot or a Ger¬ 
man counterpart. This then throws 
open the gateway to the skies. US 
pilots can fly P-51 s, P-38s or P-47s, 
RAF jocks have the choice of 
Typhoons, Tempests or Spitfires 
and the Germans have BF-109S, 


ACES OF THE PACIFIC 

PUBUSHER/DEVELOPER DYNAMIX 
REQUIREMENTS: 386SX, VGA, 2M RAM, 
HARD DRIVE 

SUPPORTS MAJOR SOUNDCARDS, 
JOYSTICK, YOKES. PEDALS 
This first instalment of the Dynamix 
Great Warplanes series set the 
precedent for historically accurate 
combat simulators almost two 
years ago and still remains impres¬ 
sive to this day. 

Over 25 different aircraft are 
available to budding pilots, from the 
A6M Zero to the SBD-3 Dauntless 







just a li 

SgjHf 

thingy 


your 


Now I know that all you guys out 
tempted by 01 ^ sneak " preview o 
body art from last mont 
was literally covered with letters b 
more tattoos to be given away. The envelope 
art wasnHt bad either... Although, I must say 
that some of you have to try a bit harder than 
drawing of this porcupine-looking 
t’s meant to be Blanka. 

In anyjrcase, I guess it’s your lucky day, 
guess what?! Slammin’Jammin’ 
Kids Korner has offered you a 
to grab a piece of this kick- 
summer stick on. 
how cool it will look on your girl- 
*!%# (censored). Or there’s another 
must-have item . . . Sneak up to 

—I—— 


Korner 


the night and, 
hey presto, 
happy,* 

scream, when she goes to the bathroom first 
thing in the morning. So, with that in min d, 
get your pencils going. Revenge is only a 
drawing awa y ... 

Send your entry, together with-a"®*® 1 -* 

self-addressed envelooe to: I Wanna Sian w— 
Sister In The Face, 

4088, Sydney NSW . 

The best envelope art of any SFII character 
will score a wic ked tattoo, so start scribbling! 
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ACN 060 884 540 


Captain Cu rom 



29E GLENVALE CRESCENT 
MULGRAVE VICTORIA 3170 
FREE CALL 1 800 631 059 
LOCAL (03) 562 5222 
FAX (03) 545 0411 



OZZIE'S WORLD 

Join Ozzie Otter and his 
friends on a magical, ani¬ 
mated, exploration. It's an 
enviroment where animals 
talk and share their stories, 
through games, puzzles & 
scientific fun. Kids will learn 
howto keep the world clean! 
Sale Price! $89 



ENCYCLOPEDIA 
OF SCIENCE 

Here is a highly visual, inter¬ 
active encyclopedia, that will 
help you & yourfamily explore 
the fascinating world of sci¬ 
ence. This CD ROM pro¬ 
vides a base of general sci¬ 
entific knowledge & an in¬ 
sight into the technical world 
we live in! 


Sale Price! $99 



E Jr » A- 

m rl 

P 


FAMILY 


PHARMACIST 

The convenience of a com¬ 
prehensive pharmacist in 
your own home! How do the 
drugs you take interact? 
What's the best remedy for 
a runny nose? Where can 
you receive first aid info, at 
2am? Here are your an¬ 
swers! 

Sale Price! $89 




SAFETY MONKEY 

Safety is not something to 
monkey around with. That's 
what a clever character named 
Safety Monkey demonstrates 
in this entertaining title. Kids 
now can see and correct un¬ 
safe conditions and learn how 
and when to get a grownup. 
Sale Price! $69 


WEBSTERS 

ENCYCLOPEDIA 

The Captain has secured the 
1995 edition. Including over 
34,000 articles, 30 minutes of 
live video, 3,500 illustrations, 
150 audio clips, timeline, a 
quiz and a World Atlas, It's 
one of the most powerful fam¬ 
ily reference tolls on the mar¬ 
ket today! 


Sale Price! $79 


HOME 


HOME WEEKEND 

PROJECTS 

Do-it-yourselfers will want to 
own this helpful home im¬ 
provements title. Over 100 
projects are here, including 
building a deck, remodelling a 
kitchen & more! Valuable tips 
& smart advice are illustrated 
with more than 60 minutes of 
video. 


Sale Price! $89 



KIDS CAN READ 



ANNATOMMY 


This award winning book will 
get kids hooked on reading! 
Kids will love the music & 
sound, & will be captivated by 
the voice narrations & vibrant 
illustrations. Kids in over 35 
countries are enjoying reading 
Discis Books so too can yours! 

Sale Price! $44 


i i\h 

Sronns Hfai:ih & Fitness 



Uk.KOM V 



Join Anna and Tommy on an 
unbelievable voyage throught 
the human body. Pilot your way 
throught the body exploring all 
body systems inc: skeletal, cir¬ 
culatory, digestive, nervous, 
endocrine, urinary, lymphatic. 
Reproductive and much more! 
Sale Price! $69 



BARBIE 


Barbie & her Magical House is 
a dream come true for Barbie 
Doll fans of all ages! She in¬ 
vites you into her home with 
exciting activities, fun puzzles 
& amazing animations. Best of 
all, she speaks directly to you 
& also keeps you entertained! 


Sale Price! $79 




SPACE PIRATES 

Planet -hopping pirates lead 
by the scrouge of the uni¬ 
verse, the evil Captain Talon, 
have captured a ship of inno¬ 
cent space colonists You 
must save them! Space pi¬ 
rates is a fastpaced adven¬ 
ture throughout its journey. 


Sale Price! $89 



SPORTS HEALTH 
& FITNESS 

For all you fanatics! Its here, 
designed for recreational ath¬ 
letes, excercise for beginners, 
& anyone who wants to im¬ 
prove. It brings you valuable 
sports & exercise tips, & the 
latest physiological, psycho¬ 
logical, nutrition & fitness in¬ 
formation. 

Sale Price! $89 



LIBRARY of the 
FUTURE! 3rd ed. 

The Ultimate Library! Includes 
full-text of over 3500 books, 
plays, poems, kids classic, 
historical & religious docu¬ 
ments with video & illustra¬ 
tions. Transform your place 
into an exciting experience in 
learning, discovery & re¬ 
search! 

Sale Price! $99 


AUSTRALIA 
THROUGHT TIME 

This is the most entertaining 
and informative look at Aus¬ 
tralia's history you will ever 
see. Search by year, or words, 
or a combination of both via a 
large categories. The only 
Australian production by the 
ABC on 126 years of Austral¬ 
ian History. 2 CD set. 

Sale Price! $169 


Our House-featuring the Family Circus, Cinderella- 
the original fairy tale, Basic Spelling Tricks-Sierra, 
Lenny's Music Toons,Putt - Putt Fun Pack & Sing- 
Along Kids -10 PC karaoke songs. 

Over $400 worth of value for only $69.95 

Multimedia Jumpstart, Battle Chess, Home Medi¬ 
cal Advisor, Space Quest, Movie Select, Rock 
Rap'n Roll, Two Thousand Fonts, Sherlock Homes, 
Warbirds, Family Fun. 

Over $600 worth of value for only $79.95 




THE 

MASK! 

Now on CD ROM! The Mask 
is catapulted into a comedic 
nightmare of madness & may¬ 
hem, they journey into the 
world of organized crime, 
crossing paths with the detec¬ 
tive who's got plans of his own 
for the mighty forces of the 
Mask! 

Sale Price! $59 


BLOWN 

AWAY! 

BLOWN AWAY is "the 
game". It's YOU face to face 
with an evil genius. It's YOU 
against the ticking clock. It's 
YOU facing explosives timed 
to explode at your first mis¬ 
step, & it's 2 dozen of the 
most insidious, mind blowing 
games ever invented! 

Sale Price! $99 



For the month of February 
the Captain is giving away a 

CD with every order 
Arts & Letters 

•Space Age m 

MULTIMEDIA+CLIPART+DRAWING 
includes BONUS test drive version of 
ARTS & LETTERS "EXPRESS" 
Valued at $69.95 


Don't forget the 
Captain has over 
10,000 CD's in 

































































































Wfl competition coupons 


«iAT 


CYBER CITY ODEO 



SEND YOUR ENTRII 


OAMESTAR Competitions 

W GPO Box 7052, < 
Sydney NSW 2001. 
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Now that you’ve checked out this action-packed issue, and reck¬ 
on you know EVERYTHING! THINK AGAIN! The only way you’re 
gonna know everything is by SUBSCRIBING and wearing the 
ultimate - a GAMESTAR cap! • For the pathetically insulting 
price of $45, you’ll receive a whole year’s worth (12 issues) of the 
best games magazine around, including - an exclusive GAME- 
STAR cap, FREE! t If you’ve got a special gaming friend who you feel deserves 
the ultimate game companion, then why not buy them a subscription to 



GAMESTAR? That way, they’ll be enjoying a new present every month, and will 
be the most informed games player around - all because of you! 


EH Yeah, I wanna be in the know 
every month of this madnessil! 
Please add me to your list! 


AUSTRALIAN 



Payment details: (tick one only) 

□ I have enclosed cheque/money order for $.made payable to ACP Subscription Services, OR 

□ Please charge my credit card nominated 

□ Bankcard □ Mastercard □ Visa □ Diners Club □ American Express 



LL-LLI I I I I I I I I I I I I 

Signature.Expiry Date. 

Please Print Clearly: 

Name. 

Address...Post Code... 

Daytime Phone Number ( ) . 



Mail to: Reply Paid 764, ACP Direct, GPO Box 5252, Sydney NSW 2001 (remember guys, it’s postage free!) 
Or alternatively you can subscribe through our FAST PHONE SERVICE. Give our fabulous subscription 
department a call, 9am to 5pm EST, Monday to Friday. In Sydney ring (02) 260 0051. Elsewhere, 1800 252 515 
(toll free). Published by ACP Computer Publications, a division of ACP Publishing Pty Limited A.C.N. 053 273 546. 
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COOLIO 
I REMEMBER 

To follow up from that 
crazy single ‘Fantas¬ 
tic Voyage’, Coolio 
has released a very cool track, ‘I 
Remember’. Coolio has a very 
diversified and retro style, sort of in 
the same genre as Arrested Devel¬ 
opment, but not as flavoured. ‘I 
Remember' has this off-beat 
rhythm to it but with such a great 
voice, Coolio balances out this ver¬ 
satile and clever song which back¬ 
tracks through happy childhood 
and teenage memories. 

★ ★ ★ 


A ^ TONIPEAREN 

JMr h; intimate 

MkmT Toni has got quite a 
1 good little album 
here. It is certainly 
different to what I was expecting 
(well, that wasn’t much really . . .). 
Toni wrote this album when she was 
very much in love and the music on 
it is very personal. But it’s not 
depressingly personal. It is a sort of 
unique dance pop style. ‘Intimate’ 
features her two top 10 singles, ‘I 
Want You’ and 'In Your Room’, but 
compared to the rest of the album, 
they are merely warm-ups. 

★ ★★ 


DROP ZONE 

Release Date: Showing now 
Rated: M 

Stars: Wesley Snipes, Gary Busey, 
Yancy Butler, Michael Jeter, Corin 
Nemec, Kyle Secor, Luca Bercovi- 
ci, Malcolm-Jamal Warner 

High-tech crime takes a detour 
in this action movie. The sought- 
after crims are a crew of skydivers. 
Originally stunt skydivers, the 
experts have joined together and 
formed a crack team. 

Wesley Snipes is Pete Nessip. 
He and his brother Terry (Malcolm 
Jamal-Warner) are US Marshalls. 
They are escorting a convicted 
computer hacker, Earl Leedy 
(Michael Jeter), in a 747 to a federal 
prison when a terrorist attack mid¬ 
flight results in an on-board explo¬ 
sion, causing the death of Pete’s 
brother and the astounding disap¬ 
pearance of Leedy. 


"But what do you do if your 
parachute doesn’t open?” 

Back on the ground, Pete is sus¬ 
pended from his duties while the 
authorities try to gather together 
clues that will help solve the acci¬ 
dent. But Pete has pieced together 
a theory — the hijack was a prison 
break, not a terrorist attack, with the 
participants escaping by para¬ 
chute. The authorities won’t believe 
him, but he is convinced. So Pete 
takes on the challenge to become 
an expert skydiver in order to track 
down his brother’s killer and find 
Leedy. 


NOISE FLI 


by fiona tomarchio 


SINGLES 

r ^lgfrUH ROYAL ‘T’ 

' royal t COMING BACK 
FOR MORE 

; This track has been 
EH n long awaited on our 
shores and amongst our favourite 
dance floors. ‘Coming Back For 
More’ is a fresh dance track which 
features five different remixed ver¬ 
sions which are all good. Remixed 
by some of the hottest UK remix¬ 
ers, the CD single features the 
Mighty Mix and Mighty 7”, JX’s 
Relentless and Pumping mixes and 
Loveland’s Full On Vocal mix. They 
are all non-stop and full of N-R-G! 
Play it really loud. 

★ ★★★ 


n-rrance N-TRANCE 
; hi ^ TURN UPTHE 

POWER 

X* 'Set You Free’ was 
jm up *he pout i their last success 
and N-Trance are back with their 
second single ‘Turn Up The 
Power’. Loveland’s Rachel Mac- 
Farlane heads the vocals and if it 
wasn’t for her, this song wouldn’t 
even be ‘alright’.‘Turn Up The 
Power’ has seven remixes. The 
remixers include Motiv-8, who had 
a recent international hit with 
‘Rockin’ For Myself’ (hope they 
come up with another fab song like 
that) and Dream Frequency, who 
recently released ’You Make Me 
Feel’. 

★ ★ 
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RAINBOW 
NATION 
LOVE IS ALL 
AROUND 

After the huge suc¬ 
cess that Wet Wet Wet had with 
this song (from the movie Four 
Weddings and a Funeral) it feels a 
bit premature for a dance version to 
be released of ‘Love Is All Around’ 
by another group. But nonetheless, 
Rainbow Nation have done just 
that, but will it sit at No. 1 for 15 
weeks like its predecessor? I don’t 
think so. Why couldn’t they just 
remix Wet Wet Wet’s version? This 
song originally came out in the ‘60s 
and was a big hit for The Troggs 
(great name!). 

★ 


»|| Relieve what 

! YOU ’ RE SAYING 

Li L3 1 Taken off their latest 
. album, ‘File Under: 
Easy Listening’, 'Believe What 
You’re Saying’ is exactly that — 
easy listening. Sugar fans will be 
satisfied with this light rock and roll- 
driven hit which has a new age feel 
to it. In the past Sugar have been 
known to produce a wide variety of 
talent, ranging from the very deep 
and personal to the light and easy¬ 
going like ‘Believe What You’re 
Saying’. 

★ ★★ 


:m L; 7 U BABY SUGAR 
L OUD 

» SMOKIN’ JOE’S 

Baby Sugar Loud 
s made a bang in ‘93 
with their debut album, 'Let Me 
Bleed’. They are yet another 
promising new three-piece Sydney 
act, and have just released their 
second album, ‘Smokin’ Joe’s’. It 
features some great strong vocals 
and hardcore guitar. 'Smokin’ 
Joe’s’ consists of five tracks, two of 
which were recorded live with 
friends. Baby Sugar Loud have had 
extensive support from Triple J over 
the past year and have a growing 
reputation for their live shows. 

★ ★ ★ 


4-2 THE FLOOR 
WATCHING YOU 
WATCHING ME 

This stomping track 
again features re¬ 
mixes by Mighty Mix and also Maxx. 
An original track, ‘Watching You 
Watching Me’ aims to get you on 
the dance floor and it is quite infec¬ 
tious, but just to get you into the 
mood. The Mighty Max version will 
appeal to all of you NRG fans out 
there though. ‘Watching You 
Watching Me’ follows 4-2 The 
Floor’s last single, ‘Future Love’, 
but is not really anything exciting. 
Will satisfy the easy-going groovers. 
★ ★ 


ALBUMS 

HEADLESS 
CHICKENS 
BODY BLOW 

If you haven’t 
bought Headless- 
Chickens’ ‘Body Blow’ yet, now is 
a good reason to. In celebration of 
their success with 'Cruise Control’, 
Headless Chickens have released 
a special repackaged version 
which is a double CD containing 
the chart-topping ‘Cruise Control 
Eskimos & Egypt' remix as well as 
five other additional remixed 
tracks. ‘Body Blow’ is a brilliant, 
original album which has rewarded 
Headless Chickens with five top 20 
singles in New Zealand. 

★ ★★★ 







MILK MONEY 

Release Date: February 16 
Rated: M 

Stars: Melanie Griffith, Ed Harris, 
Michael Patrick Carter, Malcolm 
McDowell, Anne Heche, Casey 
Semaszko, Phillip Bosco 


Bet she can teach him a lesson or 
two. 

Frank Wheeler and his best 
friends Kevin and Brad are a trio of 
confused 12-year-olds. They are on 
the verge of puberty and they don’t 
know what the heck is going on. 
They are worried — girls seem to be 
acting differently. They’ve been 
talking and acting differently and 
look as though they have the upper 
hand on some info that these guys 
don’t know about. So what is their 
perfect answer to all of this total 
state of confusion? To see a naked 
woman! (Of course!) They gather 
together all of their milk money and 
set out for the big city on their bicy¬ 
cles. Frank, Kevin and Brad have 
heard that women there are willing 
to take off their clothes for money. 
But the boys naive journey turns 
sour when they are mugged and get 
their bikes stolen. 

Ironically they are rescued by an 
attractive (ahem) street lady, V 
(Melanie Griffith), and all Frank is 
thinking about is how perfect she 
would be for his widowed dad and 
as a mum for himself. 

So Milk Money then turns into a 
bit of a love story (yawn ... is this 
starting to sound like Pretty Woman 
to you?) with V and the dad hitting it 
off in simple terms (he is a high 
school science teacher?). Mean¬ 
while, Kevin has another dilemma 
— his best friend is going out with 
the girl he likes. Can V help him out 
there, too? 


KS 


VIDEO 


TERMINAL 

VELOCITY 

Release Date: February 5 
Rated: M 

Stars: Charlie Sheen, Nastassja 
Kinski, 

Ditch Rody (Charlie Sheen) is a 
skydiving instructor who suddenly 
finds his career and life in danger 
when his stunning student (Nas¬ 
tassja Kinski), a heginner. horrifying¬ 
ly plummets to her death. 

Ditch attempts to clear himself of 
any wrong doing, but to no avail. He 
digs a little deeper and discovers 
that his 'dead’ student was in actu¬ 
al fact a KGB agent and expert 
parachutist and that her accident 
was carefully planned and it was a 
set-up. She is still alive . . . 

Naturally Ditch finds himself get¬ 
ting drawn into the intrigue and dan¬ 
ger whilst uncovering confidential 
information. He gets entangled in 
mysterious foreign affairs and can’t 
find a way out. His only option is to 
join forces with the mysterious 
Russian agent if he wants to stay 
alive. The situation proves danger¬ 
ous as he begins to get closer and 
closer to the truth. 


Don’t you hate it when you see the 
bus leaving just as you get to the 
bus stop? 
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Tm sick and tired of hearing about what an important Hollywood family you 
come from.” 


SPEED 

Release Date: February 15 
Rated: M 

Stars: Keanu Reeves, Dennis Hop¬ 
per, Sandra Bullock, Jeff Daniels. 
Joe Morton 

This is a must see if you like your 
action fast! Los Angeles police offi¬ 
cer, Jack Traven (Keanu Reeves) 
comes up against the biggest chal¬ 
lenge of his career. Having a fearless 
nature and a moderate understand¬ 
ing of the criminal and illegal minds 
in the city, Jack lives by his wits and, 
fortunately, up 'til now has had plen¬ 
ty of luck. But his lucky streak might 
be over when he comes face to face 
with a totally psycho bomber man, 
Howard Payne (Dennis Hopper). 

Howard has decided it’s time for 
a joy ride. Does he choose a sports 
car? Nope, he picks a bus, com¬ 
plete with driver and 20 passengers. 
This is a bus trip like no other - a 
bomb has been fitted to the bus and 
it will detonate if the speed of the 
bus drops below 50 miles an hour. 

An innocent passenger, Annie 
(Sandra Bullock), helps Jack out by 
driving the bus (and does a mighty 
fine job, too), forcing it through road 
works and other obstacles to keep 
the bus at a speed of 50 mph or 
more as Jack tries to find a way to 
end this nail-biting nightmare of a 
bus ride without losing any lives. 

A total of 10 buses were used in 
the film and Keanu Reeves did most 
of his own stunt work (what a man!). 


CLEAN SLATE 

Release Date: February 1 
Rated: M 

Stars: Dana Carvey, Valeria Golino, 
James Earl Jones, Kevin Poliak, 
Michael Murphy 

Maurice Pogue (Dana Carvey of 
Wayne’s World) has got serious 
head trouble. He suffers from amne¬ 
sia, not handy when you’re line of 
work is private investigation. His life 
is pretty straight forward - waking up 
to new cases every day and trying to 
figure out (or remember?) who he is. 
Apparently his amnesia is a rare type 
- it literally makes every new day the 
first day of the rest of his life. But 
Pogues has bigger worries than that 
to sort out. 

He is the key witness in a major 
criminal trial. It is up to Maurice to 
point his finger at a big time mob 
boss. But he can’t remember. For 
what murder? The gorgeous mur¬ 
der victim just turned up at his front 
door - breathing!? Work it out? It’s a 
little difficult when your memory is a 
clean slate. ★ 




“@#% A ! I forgot my parachute!” 
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Mega Drive games for sale: Mortal 
Kombat $49, SFII $80, Streets of Rage 
2 $49, Bubsy $35, Lotus Turbo Chal¬ 
lenge $35, F117A NightStorm $40. Will 
swap any game for RocketKnight 
Adventures, Aladdin or Eternal Cham¬ 
pions. Games in excellent condition. In 
their boxes with instructions. Will make 
a deal. Ring Jamie on (048) 848 179. 

I will sell my Bart’s Nightmare and 
Baseball game for the SNES for only 
$100. Or you will swap me two Game 
Boy games or an Action Replay code. 
Call David on (02) 533 5037 or (02) 759 
2993. 

For sale: Mega-CD game, Sensible 
Soccer. A special limited edition collec¬ 
tor’s version won in a competition. It is 
unused because I don’t have a Mega- 
CD system. It is in perfect condition in a 
special box. A bargain at only $75. 
Phone (089) 450 244 for details. 

Following SNES games wanted: Rock 
'n Roll Racing, Ghouls and Ghosts, 
Samurai Showdown, Final Fight 2, 
Return of the Jedi, Castlevania IV, Rival 
Turf and Axelay. Will pay up to $50. 
Games must be boxed with instruc¬ 
tions. Also wanted: Issues 1-10 of UK 
SNES mag Super Play. Will pay decent 
price if in excellent condition. Write to 
Mail Service 2217, Oakwood Rd, Bun- 
derberg, QLD 4670. 

For sale: Mega-CD $300, Mega Drive 
$150, Mortal Kombat II $90, Action 
Replay 2 $50, Street Fighter IISCE $60, 
Sonic 2 and Jurassic Park $30 each, 


Columns and Alex Kidd in Enchanted 
Castle $10 each, Lethal Enforcers CD 
(with gun) $90, Ground Zero Texas 
CD, Final Fight CD, Sonic CD, Batman 
Returns CD $60. Also five more CDs, 
prices from $40. All sent C.O.D. 
Phone (067) 527 603. 

Will swap Sonic 2 or Chester Cheetah 
for Sensible Soccer. All for the Mega 
Drive. Phone (09) 307 4117. 

pen pals 

Simple Instructions ... Choose which 
person you would like to write to and 
write the letter, then put it inside an 
envelope that’s stamped, but leave 
the front and back blank. Then put 
that envelope inside a stamped 
addressed envelope and list the code 
number on the back, and post it to the 
address above. Then once we receive 
it at our offices, we will forward It for 
you. 

^/Hi my name is Michael and I’m 
^rOnine years old. I like Mortal 
Kombat II, Street Fighter II, MKI, music 
and talking. If you’re between the ages 
of eight and 10 and you are male, send 
me a letter. I guarantee to send letters 
back to you! 

y| ^Hi there people! My name is 
*T 9 Tony and I’m 16 years old (very 
soon to be 17). I’m looking for a female 
pen pal between the ages of 14 and 
18.1 own a Mega Drive and any game 


will please me really! Away from the 
console world, I love listening to music 
(any type) and partying all night long! So 
if you feel up to it, write to me. A reply is 
guaranteed. 

^ftMy name is Michael and I am 11 
*rOyears old. I own an IBM PC with 
a Sound Blaster and CD-ROM. My 
hobbies are reading GAMESTAR, com¬ 
puter programming and playing space 
games like Privateer, I am looking for a 
male or female pen pal aged 11-13. 

^QHey! Anybody out there? Life’s a 
piece of *!#* when you look at it, 
so is Melbourne. I’m looking for a pen 
pal, a male that’s a Mariah Carey freak 
or even better - a female who’s 
between 11 and 14 and is looking for a 
boyfriend. I’m serious! My name is Chris 
and I’m 13 years old. I own a Mega-CD 
and a Macintosh LC575 CD-ROM. I 
repeat: I am looking for a good-looking, 
smart-with-a-built-in-good-personality 
girlfriend. 

C^Hi! My name is Anthony and I’m a 
3wSonic maniac. I’m looking for a 
male or female pen pal who loves Sonic 
and hates Mario. Must be aged 13 or 14 
and can’t have a SNES or NES (Game 
Boys are okay). 

If you would like to be published in our 
mag, write a brief spiel about yourself 
and your hobbies and send it to 
GAMESTAR, Pen Pals, GPO Box 4088, 
Sydney NSW, 2001. You will then be 
added to our Pen Pals database and be 
allocated a code number. 


competition winners 






IBM PC WITH WARP OS/2 

Jason Sue, Sunnybank, Qld. 

3DO CONSOLE 

Matthew Fielding, South 
Riana, Tas. 

COMMAND 3D SOUND 
ENGINE 

J. Andy Pranaia, Wilson, WA; 
Cameron Nicholls, Vermont 
South, Vic; Tim Marshall, 
Forth, Tas; Duncan Parker, 
Balwyn, Vic. 

RAMGANG WINNERS 

Aaron Alcantra, Dean Park, 
NSW; Brendan Kai, 
Greystanes, NSW; J. Holt, 
Blackbutt, Qld; Andrew 
Tribe, Kiama Downs, NSW; 
Colleen Thurgar, Kambah, 
ACT; Kirk MacKenzie, Pre¬ 
ston, Vic; Christopher 


Swords, Dubbo, NSW; 
Andrew Cheung, Picnic 
Point, NSW; Alex Soper, 
Dubbo, NSW; Karl Robin¬ 
son, Frankston, Vic; Greg 
Pagano. Nerang. Qld; Stuart 
Olive, Pialba, Qld; Tim Mar¬ 
shall, Forth, Tas; Keith Lon- 
ergan, Southport, Qld; Paul 
Smalley, Huntly, Vic; Jason 
Girdler, Toogoolawah, Qld; 
Jason Minett, Taree, NSW; 
Tim Arch, Eltham, Vic; Dean 
Fitzgibbon, Toowoomba, 
Qld; Adrian Redman, Down¬ 
er, ACT;. 

RADICAL REX 

Steven Milich, Monash, SA; 
Scott Magee, Ballarat, Vic. 

ULTIMA VIII 

Matthew Turner, Tamworth, 
NSW; Scott Peters, Glen Iris, 


Vic; Rabban Hansen, Mildu- 
ra, Vic; Michelle Snow, 
Murarrie, Qld. 

MOVIE PUZZLE PAGE 

First Prize Winners (x 5): Benz 
Beale, Narrabri, NSW; Kaliopi 
Georgalas, Petersham, NSW; 
Gavin Alexander, Erina, 
NSW; Erin Baker, Beech- 
worth, Vic; Marc Wright, Gin 
Gin, Qld. Second Prize Win¬ 
ners (x 15): Brendan Janes, 
Bilueln, Qld; James Evans, 
Epping, NSW; Mark Spauld¬ 
ing, Freshwater Caims, Qld; 
Chris White, Glenroy, Vic; 
Matthew Saunderson, Athel- 
stone, SA; Christopher 
Swords, Dubbo, NSW; Elicia 
Ringrose, Miami, Qld; James 
MacDonald, Bluewater, Qld; 
Matthew Smith, Deniliquin, 
NSW; Peter Brethel, Dolls 


Point, NSW; Dean Michie, 
Stanhope, Vic; Josh Trebilco, 
Devonport, Tas; Michelle 
Snow, Murarrie, Qld; Jason 
McLennon, Bridpoint, Tas; 
Adrian Redman, Downer, 
ACT. 

MANGA 

First Prize Winner (x 1): Philip 
Eate, Salisbury North, SA. 
Second Prize Winners (x 11): 
Kathy Armstrong, Miami, 
Qld; Ray Chang, Calamvale, 
Qld; Richard Harrison, Joon- 
dalup, WA; Brandon Thurgar, 
Kambah, ACT; Marc Wright, 
Gin Gin, Qld; David Lucas, 
Glebe, NSW; Callan Williams, 
Duncraig, WA; Peter Brethel, 
Dolls Point, NSW; Dewi Wid- 
jaja, Gordon, NSW; Duncan 
Parker, Balwyn, Vic; Lance 
Knight, Rockhampton, Qld. 







THE DARK SIDE OF THE FORCE 
) U ST GOT DARKER. 



DARK FORCES' 

A FIRST PERSON. ORIGINAL STAR WARS CD-ROM EXPERIENCE. COMING AUTUMN. 

Dark Dorcas computer pmyam ©1994 lucasArs Entertainment Company. Dark Forces audiovisual display ©1994 LucasArts Entertainment Company ana lucasf'im Ltd. A. P gnts Reserved Used Under Authorization 
Star Wars is a re^stered trademark of Lucasfilm ltd. Dark Forces is a trademark of LucasAds Entertainment Company. The LucasAts logo is a registered trademark of LucasArts Entertainment Company 
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the nastiest motorcycle combat game is back - with 5 totally new weapons, 
ultra-realistic backgrounds and ear-bleeding sound effects on Sega™ Megadrive™ 


All brand names are trademarks or registered trademarks of their respective holders. 
Licenced by SEGA Enterprises Ltd for play on the Sega™ Megadrive™ 




